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Pre-order now to secure yours. 
Only while quantities last. 


ORDER YOUR BRAVE KNIGHTS ТО 
CONQUER NEARBY KINGDOMS, 
EXPANDING YOUR Domain. 


DanGEROUS BEASTS ARE 
IIO MATCH FOR LOYAL РЕОП$. 


EACH VILLAGER HAS THEIR OWN LIFE, 
SKILLS, SCHEDULES AND DREAMS. 
Sucks fo BE THEM. 


A COMPLETELY UNIQUE 
KiINGDOM-BUILDING, 
КЕСІОП-СОПОУЕКІПС, 
DRAGON-SLAYING, 
SEO” | PRIICESS-SAVIIIG ADVENTURE, 
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FEEL THE POWER. 


HAVE YOUR SUBJECTS BUILD BRIDGES OR 
DESTROY OBSTACLES. THEY'LL DO WHATEVER. 
YOV ASK. AFTER ALL, YOU'RE THE KING. 


ЯУ Dangerous Visions: 

9 Innovative Games for 2009 (and beyond) 3 
Sick of the same old'games? We've collected some titles that change 
the rules with brilliant, yet risky new innovations. Are you ready for 
Halowith open world, a shoóter that takes vertical cover, and the most 
innoyative game of them all... Madden NFL 10? 
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Little Games, ) Р GamePro Turns 20! 
Big Fat Fun 03. Back in the summer of 1989, we 
1 з published issue number опе of 
GamePro. 20 years, 249 issues, 
and tens of thousands of games 
later, we celebrate with a look 
back at GamePro and video game 
history over the last two decades. 
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Some characters are defined by their 
memorable headwear. Here are nine 
famous hats that we won't ever get 
out of our head. 


Boom Blox Bash Party (Wii)... 
Bante's Inferno (PS3, Xbox 360)... 
FinBliantasy XIII (PS3, Xbox 360) 
Lost Past 2 (Xbox 360)... 

Red Faction Guerilla (PS3, Xbox 360, PC) 
Rock Band От сеа (PSP)...... 
Uncharted 2: Ато теуез (PS3).... 


X-Men Origins: У/оіуетійе 
(253; Xbox 360, Wii, Р52ЖЖ&, PSP, PC) ..... 


For all your dear old dad puts up 
with, you owe him a sweet gift or 
two. Luckily, we've picked almost a 
dozen of the coolest items he's prob- 
ably yearning for. And if you're lucky, 
maybe he'll let you use them too! 


The Chronicles of Riddick: 
Assault on Dark Athena (PS3, Xbox 360) 


Grand Theft Auto: Chinatown Wars (DS) 
New Play Control! Mario Power Tennis (Wii)... 
New Play Control! Pikmin (Wii) 
Ninja Blade (Xbox 360)... 
Patapon 2 (PSP)... 
Pokémon Platinum (DS) 
Resistance: Retribution (PSP)... 


WWE Legends of WrestleMania 
(PS3, Xbox 360)... 


GAMEPRO 


| will never forget my first issue of 
GamePro magazine. It was in October of 
1990 and | was standing т Sloan's Phar- 
macy, a tiny neighborhood drug store in 
equally tiny Mountville, Pennsylvania, oth- 
erwise known as my childhood stomping 
grounds. | was scanning the overflowing 
magazine racks when | saw GamePro for 
the first time—it was easy to spot on the 
newsstand, with its screaming orange logo 
and hyperactive cover design. Of course, 
being only 10 years old and obsessed with 
this new craze called “Nintendo,” | knew | 
had to buy this heart-stoppingly exciting 
new video game magazine immediately. 
But my parents hated video games with a 
passion and banned them from the house, 
а rule that stuck until | was 15 and was fi- 
nally allowed to get a Sega Genesis. So I 
did what kids do: | tucked my precious first 
issue of GamePro under my bed mattress 
like it was a skin mag. 

How far we've come. This month, | 
am pleased and proud to announce that 
GamePro has hitthe ripe old age of 20. And 
it couldn't happen at a more monumental 
time for the emerging medium of video 
games. Far from being a secret shame to 
be banished under a bed mattress, video 
games are fast becoming the driving force 
in the North American entertainment in- 
dustry. Even the stomach-churning reali- 
ties of the worldwide economic recession 
haven't slowed the pace of this vibrant, 
innovative, and above all else, young me- 
dium. To get a taste of video game his- 
tory through the eyes of GamePro, check 
out GamePro alum Kevin Gifford's crack- 
erjack retrospective on page 70. But the 
only thing more exciting than where video 
games have been is where they're going— 
you can get a taste of the future of innova- 
tive game design on page 47. 

Though | love my parents dearly, it 
turns outthat they were dead wrong about 
video games. Video games won't rot your 
brain; video games won't turn you into a 
cold-blooded killer. But video games can 
make life a little easier to endure—crucial 
in these troubled times. And video games 
can even pay the bills, if you study hard 
and plan well and believe in yourself. I’m 
living proof. 

Sotake that, Mom and Dad! Oh, they're 
not listening—they're playing Guitar Hero. 


Sid Shuman 
Senior Editor 
Sid_shuman@gamepro.com 
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Dear Reader, 


Surprise! Your regularly scheduled Opening Shots has seen 
a few changes this month for GamePro's 20th Anniversary 
celebration. Instead of looking at HD screen shots from the 
hottest games of the month, walk with us through the halls 
of screen shot history as we chronicle the last 20 years of 
video gaming. From Earthworm Jim to GoldenEye 007 to 
EST. 1989 BioShock 2, video games are richer and more sophisticated 
than ever before. We hope you've had as much fun reading 
about them as we've had writing about them. 
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Thanks for 20 great years—here's to 20 more! 
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Star Fox for the SNES was the first Nintendo game with three-dimensional 
polygons, thanks to the cartridge-based 3D processor, the Super FX chip. 


As a pack-in game for the Super Nintendo, Super Mario World was 
the best-selling game reaching over 20 million copies sold worldwide. 


SuPER MARIO WORLD STAR Fox 


"Shake it, baby." Need we say more? From 3D Realms, Duke Nukem 
was the first-person shooter for the PC that changed everything in 1997. 


Duke NUKEM 3D 
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Konami's memorable arcade beat-em-up featured six playable X-Men characters that included 
Storm, Cyclops, Colossus, Wolverine, Nightcrawler, and Dazzler for four-playersimultaneous action. 


THE LEGEND OF ZELDA: 
A LINK TO THE PAST 


Quake popularized many advancements in gaming such as polygonal 3D 
character models, full 3D environments, and player-created game mods. 
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Depressingly dark yet highly addictive, Diablo opened Sanctuary's Still our favorite Castlevania to date, Symphony of the Night is the thirteenth 
door to eight-hour binges of experience grinding and treasure hunting. game in the series and the first to feature an open-world castle to explore. 


CASTLEVANIA: SYMPHONY OF THE NIGHT 
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The 1995 James Bond movie GoldenEye kicked ass and so did the game. We couldn't get enough 
of GoldenEye 007's four-player splitscreen multiplayer mode on the Nintendo 64 game console. 


FULL THROTTLE GOLDENEYE 007 
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Easily the scariest game ever created, System Shock 2 is also one of the smartest. This precursor to 
the critically-acclaimed BioShock, developed by Irrational Games, is still capable of blowing minds. 


SYSTEM SHOCK 2 


І Have No MOUTH, AND | MUST SCREAM HALF-LIFE RESIDENT EviL 2 
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Warren Spector's PC masterpiece (developed by lon Storm) featured a dark, Our little sisters still play The Sims, and we still enjoy sneaking 
noir-tinged storyline set in a world of global conspiracies and terrorism. into their saved games and destroying their perfect little homes. 


THE SIMS 
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SUPER SMASH BROS. 


Unlike your traditional 2D side-scrolling Mario Bros. games, Paper Mario on the Nintendo 
64 was a turn-based role-playing game that proved endo could think outside of the box. 


SILENT HILL PAPER MARIO 


GTAIII was the first game in the series to go full 3D and still remains one One ofthe finest racing games ever made, GT will always have a special place 
of the most controversial (and groundbreaking) adult titles ever created. in our hearts as the one that made simulation racing mainstream and cool. 
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METROID PRIME STAR WARS: KNIGHTS OF THE OLD REPUBLIC 
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We'll never forget the first Call of Duty for its intense action and Aim Down the Sights shooting. And just look 
at the series has grown up: Modern Warfare and World at War are must-own first-person shooter games. 


CALL or DuTY 


RATCHET & CLANK PRINCE OF PERSIA: THE SANDS OF TIME 


Regarded as one of the most difficult games of all time, Ninja Gaiden re-imagined on the 


Xbox featured tight, responsive controls and graphic violence—two of our favorite things. 


NINJA GAIDEN 
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Without a doubt, Halo 2 ranks as the most-played online game for the staff of GamePro. 
We played countless hours over Xbox Live—all the way up to the release of Halo 3. 
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One of our favorite games of all time, survival-horror epic (and once GameCube-exclusive) Resident Evil 4 breathed 
new life into this venerable series and spawned a new line of games featuring an over-the-shoulder camera angle. 


RESIDENT EVIL 4 METROID PRIME HUNTERS 


TEKKEN 5 DEAD RISING 


This PlayStation 3 first-person shooter Resistance: Fall of Man was 
the best game available for the first year of the PSS3's existence. 


RESISTANCE: FALL OF MAN 


Epic, gorgeous, and unforgettable, God of War Il is widely 
considered the single best PlayStation 2 action game of all time. 


Сор or WAR II 


GEARS OF WAR 2 FALLOUT 3 


Dive into the award- "winning shooter ' “to unravel the” conspiracy as you 
fight against.unforseen enemy forces in an.intense ‘single-player 
campaign- Or dominate your foes from around the world 

in чр- to-le-player online battles. : 


In the world or The "Conduit4 the truth may not be what it seems:-. 
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OPENING SHOTS 


Metal Gear Solid 4 is a monumental achievement in gaming—an extraordinary 
ride in storytelling and character advancement that won't be rivaled for years. 


METAL GEAR SoLID 4: GUNS OF THE PATRIO 
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1 STARCRAFT ll: WINGS OF LIBERTY Px 


GamePro's own Sid Shuman, who witnessed a very exclusive, special screening of God of 
War Ill, has not been the same since beholding the bloody majesty that is Kratos's final battle. 
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wa*hoo |wáhoó| - an exclamation 
of extreme fun; an expression yelled 
repeatedly by Klonoa as he jumps, 
floats, and throws his way through 
14 adventure-filled levels in his quest 
to save Phantomile. 


Made especially for the Wii™, featuring exclusive bonus stages, multiple 


controller options and gorgeous new graphics. In 
www.klonoagame.com 
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A LOOK AT 
DRAGON AGE: ORIGINS 


You may know BioWare as "the sci-fi RPG company," but the company's true roots are in 
a different age—one filled with dragons, elfs, orcs, and spells. PC gamers know this, and 
the company's esteemed Baldur's Gate and Neverwinter Nights franchises, but console 
owners will get a great taste of middle-ages mythology when Dragon Age: Origins hits 
later this year. 
Dragon Age: Origins should offer the best of both worlds for BioWare fans. Like Mass 
Effect and Star Wars: Knights of the Old Republic, your moral actions will have conse- 
quence. Instead of it affecting whether you 
save the world or condemn it, your actions 
will have broader effects, like casting away 
or drawing in party members, or putting a 
certain cities in peril or peace. The combat 
should gravitate more towards the real-time 
action in Baldur's Gate than the semi-turn 
based KOTOR series. 

With mature themes and wildly varying 
storylines, Dragon Age: Origins looks to be 
an epic quest that begs to be undertaken. 
—Dave Rudden 
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SPAWN POINT 


resident evi vs dend snoce 


While we loved Dead Space (our 2008 
Game of the Year for Xbox 360), Resi- 
dent Evil is one of gaming’s strongest 
franchises. With Resident Evil 5 setting 
sales charts afire and older GameCube 
RE games heading to the Wii, Darkside 
Chronicles will probably have momentum 
in its favor when the game hits this fall. 


Winner: 


He may have been hidden under a mask 
for almost the entire game, but damn it, we 
got attached to Isaac Clarke. But since Dead 
Space: Extraction is a prequel, we're going 
to be playing as some non-descript charac- 
ters that are likely dead before the events of 
the original occur. Darkside Chronicles al- 
ready has Leon Kennedy and Claire Redfield, 
and if Umbrella Chronicles is any indication, 
we'll be adventuring as quite a few more RE 
characters as we recount other important 
series events. 


Winner: 


We've been playing Resident Evil so long that 
we know the weapons cache by heart. Knife, 
pistol, shotgun, magnum, grenade launcher, 
rinse, repeat. To fill the void, Dead Space 
sliced its way into our hearts with mining- 
based weapons like saw blades and jackham- 
mer-style beams. EA is promising some of 
our favorites, as well as a few nifty new guns. 
For the record, EA, we want the lightsaber- 
style saws from Dead Space: Downfall. 


Winner: 


We we love the zombies of Resident Evil 2, 
as well as the mysteriously mutating Wil- 
liam Birkin, but without knowing what other 
RE properties we'll get to re-enact, the duke 
has to go to Dead Space: Extraction. The var- 
ious groups of Necromorphs are each scary 
in their own way, from the eerily childlike 
Lurkers, to the freaky Slashers, to the giant 
Brutes, the enemies in Dead Space are as en- 
tertaining to observe as they are to kill. 


Winner: 


The real winner of this shootout is Wii fans. 
Two great games are headed their way, al- 
lowing for wonderful co-op creature killing 
on Nintendo's motion-sensing system. We 
haveto givethe final decision to Dead Space: 
Extraction, however, as the unique blend of 
weird weapons and weirder enemies should 
make for a better blaster than the trip down 
memory lane that Resident Evil: The Dark- 
side Chronicles will provide. 
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Resident Evil: The Umbrella Chronicles was 
a blast because it perfected the lightgun for- 
mula without changing it much. Darkside 
Chronicles looks to include a new evade ma- 
neuver, which is something we've yearned for 
in a lightgun shooter for years. Dead Space: 
Extraction looks to adopt all ofthe unique fea- 
tures of the third-person original. If the game 
can ably include Stasis, Kinesis, and zero 
gravity, it'll be a real treatto try out. 


Winner: 


One of the most anticipated video game tourna- 
ments of the year—the Pokémon Video Game 
Championships (VGC)—will witness a major 
growth spurt in 2009. Pokémon players from 
across the country will compete in head-to-head 
battles starting in May with Regional Qualifier 
Tournaments in six different U.S. cities kicking 
off the largest vídeo game tournament season in 
Pokémon history. Top players will head to the Re- 
gional Championship Tournaments and the Na- 
tional Championships and finally the Pokémon 
World Championships, which take place in San 
Diego on August 14 and 15. 

The 2009 schedule will include competitions in 
six cities dispersed across various regions of the 
U.S., up from two from last year. Each Regional 
Championship Tournament will be played on Sat- 
urday throughout the month of May and ending in 
mid June. Up to 128 players for each age division 
(Juniors and Seniors) will be selected at random 
from those in attendance at each tournament but 
all players regardless of whether or not they are 
selected to play will walk away with a free charac- 
ter to add to their collection—a Shiny Milotic. 


Tha fos's ӘЖІМІ used 
Last Store! 


Winners from each of the Regional Champi- 
onship Tournaments will win trips to play at the 
Pokémon National VGC event in St. Louis on June 27 
and 28. Top finishers at the National Championships 
will land one of only 60 coveted worldwide invita- 
tions to compete on the ultimate stage the Pokémon 
World Championships. The Pokémon World Cham- 
pionships pits players from the United States against 
players from as far away as Europe and Japan in a 
battle to determine the 2009 Pokémon Video Game 
World Champion. Both the National and the World 
Championship events will be open to spectators. 

The competition will take place exclusively us- 
ing Nintendo’s Pokémon Platinum Version, which 
is available now and reviewed later in the íssue. 
Players will need to bring their own North Ameri- 
can copy to participate and will compete using the 
“2-on-2 Double Cup" format, with no Pokémon al- 
lowed to exceed level 50. For Details on the cit- 
ies, times, and dates for each Regional Qualifier 
Tournament, as well as prízes, go topokemonvgc. 
com. Ве sure to also keep an eye on GamePro.com 
as editorial assistant/Pokémaniac McKinley Noble 
tríes his luck at the tournament. 
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.....Sin's Creed 2...Assassin’s Creed 2...» Are game 
consoles going the way of the dodo? I recently saw 
a demonstration of a potentially groundbreaking 
new technology that could theoretically end the 
console wars obsolete. OnLive is a subscription- 
based gaming service due to launch in late 2009, 
and it will provide high-end HD games such as Cr- 
ysis and Burnout instantaneously over a low-end 
PC, Mac, or a tiny iPod-sized device you can con- 
nectto any TV. The secret lies in ultra-fast network 
servers, real-time HD video compression, and so- 
called "cloud computing" asthe game graphicsare 
rendered hundreds of miles away and then shot to 
you via ultra-optimized internet packets. | tried it 
and was impressed that there was almost no per- 
ceivable lag (and believe me, | looked hard). There 
are other drawbacks: you need exceptionally fast 
internet performance (4 Mbps) to attain HD 720p 
visual quality, and the video compression smears 
out a bit ofthe graphical lushness. But as a whole, 
OnLive made for a mighty impressive demonstra- 
tion of what may be the future of video game dis- 
tribution. GameStop must be terrified...* In other 
news, GamePro is officially 20 years old! Check 


| out GamePro.com/20yrs for a huge assortment 


of retro features, the 20 best games of the last 20 
years as picked by the staff of GamePro, plus the 
entire FIRST issue of GamePro magazine in its en- 
tirety... I've received plenty of letters wondering 
what | thought of the Watchmen movie. Overall, 
| liked it. Watchmen was weird, it was elaborate, 
andit made more sense after | watched ita second 
time. The general office reaction was largely posi- 
tive, but Tae and Andy seemed a little put off by 
some of the changes from the legendary graphic 
novel (you have read Watchmen, haven't you?). 
| can't wait for the pimped-out Blu-ray version, 
which is rumored to clock in at an ass busting four 
hours...» ЕЗ 2009 is right around the corner and 
my knees have already gone all limp and noodle-y. 
The industry gossip mill suggests that Microsoft 
will be unveiling three or four exclusive Xbox 360 
games for the first time. So what are the games? 
The long-absent Alan Wake seems like a natural 
fit, as does another Halo game of some sort or 
another. As for the other games, your guess is as 
good as mine. Perfect Dark, maybe? Be sure to fol- 
low the E3 announcement insanity on GamePro. 
com starting оп May 30th...» BioShock 2 is coming 
and I'm practically bursting with excitement. Ве 
sure to check back next month for some big news 
on that front. But іп the meantime, eager BioShock 
fans should check out PC golden oldie System 
Shock 2. There’s never been a better time to ex- 
perience (or re-experience) the scariest damned 
game ever made...* Aliens vs. Predator...Aliens 
vs. Predator...Alie... 

GameStop 

Mini-E3 

Watchmen haters 


e-mail Sid: 
sid shumangamepro.com 


lcan > that TO ner martial arts 
expert, nothing is more embarrassing than 
getting slain by a hat. However, if you are to 
die atthe hands (or brim) of a hat, better it be 
а galero than a trucker cap. 


When one is in the midst of a treacherous 
Pokémon battle, nothing can be more dev- 
astating than getting the sun in the eyes. | 
mean, how can someone bark out orders to 
his subservient creature-thing if the sun is 
forcing him to squint? Ash Ketchum has your 
answer: baseball cap. 


If sen 're going to fight an can of the un- 
dead, you want to be prepared, and nothing 
says “I'm going to stomp your zombie head 
in," better than a large blue beret. But just in 
case the zombies don't get your hat's mes- 
sage, it would be wise to pack an arsenal of 
explosive firearms as well. 


Geek Speak 2.0 


Frag: 
To kill an enemy player in a first-person shooter, 
especially in an explosive and bloody manner. 


Originally used during the Vietnam War to refer to 
a particularly nasty kind of "friendly fire" involving 
personal grudges and fragmentation grenades. 


Marc 's Do-rag 

Who wears PE rags? Only the coolest of 
the cool. Do guys named Ed Thompson 
wear Do-rags? No way, because that moni- 
ker is way too lame. Only guys with bitchin’ 
names like Marcus Fenix, or Max Turbo, or 
Axel Lightning can wear those gnarly lids. 


M. Bison's Visor Cap 


Visor caps are generally worn by military 
heads after years of toil in some armed 
forces division, and in order for someone to 
obtain one, he'd have to be a pretty shrewd 
tactician. Shrewd like M. Bison, who com- 
mands a massive military power, but pre- 
fers to take over the world via one-on-one 
street fights. 


iden's S 
As a god, it takes ratty big deity-balls to 
wear the conical straw hat (traditionally 
worn by peasants when working in rice 
fields). Of course, it takes even bigger de- 
ity balls to repeatedly get your ass whooped 


by mortals, especially by that one guy who 
fights with his hat. 


L2P: 
Short for "learn to play." Most frequently used 
in text chat in MMOs like World of Warcraft as a 
derisive response to supposedly trivial complaints 
about elements of gameplay or the perceived 
difficulty of particular dungeons and quests. 


Many Е are used to describe the 
blue bomber: dangerous, adorable, mega. 
But what truly makes this gaming legend 
effective, aren't those turquoise tights, or 
those dark blue underpants he wears over 
them. No, what makes this Man mega is 
that sweet futuristic bonnet. 


k’s Phrygian Cap 

ғ Link is worried about looking androgy- 
nous, there are a couple of things he can 
do to change his image. One, stop wearing 
a dress. And two, take off that customary 
phrygian cap, change your name from Link 
to Ace Cannon, and start wearing a do-rag 
and battle armor. 


Mario’s І 
№5 obvious every Italian visits the same 
tailor in the Mushroom kingdom. They all 
done the same overalls and stylish flat cap, 
whether they be on the side of good, evil, or 
baby. Mario's caps have come in a variety of 
flavors, including Wing Cap, Vanish Cap, and 
Steel Cap. When you can imitate half of the 
powers of the Fantastic Four via your head- 
wear, you've got to pay homage. 


Machinima: 

Elaborate narrative videos that combine the char- 
acters, props, and rendering features of an exist- 
ing video game with recorded voices to tell new 
stories. The low cost of experimenting in this form 
has made it a popular creative outlet for aspiring 
filmmakers. 
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SPAWN POINT 


The temperature's finally starting to rise, which means you can soon trade in your jacket and jeans for shorts and suntan lotion. On 
those days when clouds cramp your style, you can pine for sunshine at a window, or recreate a favorite pastime in a video game 


Here are some suggestions to get you through the rainy days 
prem ке : 


Want to cool down, grab a few laps, or just splash 
around and goof off? Dive into one of the many 
lakes and rivers in the arid African world of Far 
Cry 2. If you're after a more urban experience, and 
don't mind exposing your hero to untreated sew- 
age and hepatitis, you can always paddle Niko 
Bellic or Johnny Klebitz around Liberty City's pol- 
luted waterways in Grand Theft Auto IV. 


Why torture crickets, grasshoppers, and fireflies 
in the real world when you can collect infected 
bees in Dead Rising, or a much wider variety of 
creepy crawlies in the latest Animal Crossing 
games? If you must hurt things, blast insects to 
gooey pieces in Onslaught. If real bugs give you 
the willies, you can always count the unaddressed 
glitches in Gears of War 2 and Fable Il instead. 


It just wouldn't be summer without baseball. Spend 
some quality time under the floodlights of an enor- 
mous city stadium in Major League Baseball 2K9, or 
go back to neighborhood basics with Backyard Base- 
ball 2010. If you don't mind suffering for your sport, 
pop the hilariously poor Wiffle Ball into your DS. Get- 
ting dragged to your little brother's chaotic T-Ball 
games suddenly won't seem like such a punishment. 


You won't get the dubious thrill of blowing off fin- 
gers and permanently damaging your hearing, 
but at least putting on your own fireworks show 
in Boom Boom Rocket or Big Bang Mini won't end 
in a trip to the emergency room. Craft explosive 
goodies for buddies in Lord of the Rings Online or 
World of Warcraft, or go for abstract self-detona- 
tion in Every Extend Extra Extreme. 


Fishing is an activity that's arguably a lot more fun 
if you simulate it. You won't have to clean and gut 
anything you catch in Fishing Master World Tour, 
and Rapala's Fishing Frenzy won't overcharge 
you for a license, bait, or parking. And let's face 
it, you'll see a much larger assortment of fish in 
Feeding Frenzy 2 than you will wrestling with oars 
and tackle boxes in a decrepit rented rowboat. 


You might come home smelling like a commando 
after a night playing this summer favorite, but you 
won't have that problem if you replace the flashlight 
with a flamethrower and torch grunts in Call of Duty: 
World at War. Don't feel like playing for weeks justto 
rank up? "Tag" hapless pedestrians with your head- 
lights (and fender) in Grand Theft Auto IV, or get over 
your embarrassing dread of the dark in F.E.A.R. 2. 


Upbringing: Used, abused, an 


Special powers: Has the ability to move with lightning speed. 
Weapons and armor: Wears a diving suit and has a large ADAM needle. 
Doll parts: Clinging to her Big Daddy doll for protection. 

Leadership skills: Ruler of the failed utopia of Rapture. 


OUTCOME: 
Using psychological warfare against Big Siste: 


tempts to crush Big Sister in her custom diving 


tricks are resisted by the low-tech suit. Big Sister attacks with a quick and 
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Big Sister 


Two classic characters, one classic brawl. 
и 3 
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(BioShock 2) 
d harvested for ADAM. 


r, Screaming Mantis at- 
suit. However, her mind 
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Screaming Mantis 
(Metal Gear Solid 4: Guns of the Patriots) 
Tortured and brainwashed for destruction, it's the only life she knows. 
Has the ability to manipulate the dead. 
Wears a high-tech nanosuit and kills people with her mind. 
In her fragile state, she's never fully grown out of playing with dolls. 
Leader of the Beauty and the Beast Unit. 


powerful force, piercing Screaming Mantis' armor with her gigantic 
ADAM needle, harvesting her mental abilities as her own. 


DECISION: Big Sister 
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SPAWN POINT 


father’s Day is quickly approaching which 
means you're probably getting ready to slog 
to the mall to pick up another tie or golf club. 
7 But that's just plain lazy: instead of buying another 
aU generic gift, why not take a look at the awesome 
products that we've assembled here? Be sure to 
also check out GamePro.com for our expanded list, 
including video game titles and DVD releases that are 

sure to please dear old dad. 


Dad has fleeting spare time, so what better way to relax than with a good 
action movie. For those of you with Blu-ray players, Hollywood is gradu- 
ally releasing some of its top properties in the hi-def format. For a good ac- 
tion movie, Terminator 2: Judgment Day fits the bill nicely, and Lions Gate 
is going-all out as their Blu-ray offering features multiple cuts of the film in 
a six-disc Limited Edition with a T-800 Endoskull. Action icon James Bond 
also has the movies Licence to Kill and The Man With the Golden Gun as 
two of the most recent hi-def releases. For the dad who's a Western fan, 
you can't do better than Sergio Leone’s seminal 1966 Spaghetti offering, 
The Good, the Bad & the Ugly. 


If your dad travels on business a lot, he of- 
ten has to slog through airport security. The 
checkpoint briefcase has special features 
that makes it easier for airport security to 
do their job and should help reduce the 
time your dad has to spend waiting in 
line. Anything to get him into his seat 
so hecan sit back and start snoring be- 
fore takeoff, right? 


If we had a dollar for everytime our dad shoved a camera in our face, 
we'd be writing this gift guide from the deck of our private yacht. The only 
problem is, dear old dad's photos were only good for one thing—throwing 
away. You should consider hooking him up with the Casio EX-FH20. This 
slick digi-cam produces excellent results and is user friendly enough that 
even total n00bs can snap great pics; it also has enough advanced features 
to ensure that your dad can take full advantage if he ever gets his act to- 
gether. The best feature, though, is the burst mode, which lets you capture 
up to 40 7-megapixel images in one snap! 


If we ever have children, we're going to raise them to be successful mem- 
bers of society. Then, when they start earning a stable income, we're go- 
ing to send them a picture of the Human Touch PC-075 with the word 
"WANT" written underneath it. This awesome zero-gravity recliner quali- 
fies as a must-have item in every dad's relaxation arsenal. It's super com- 
fortable and it'll help your tired, overworked father get some quality rest. 
Better still, you can use it when he's not around— just be prepared to wake 
up to a sharp poke in the stomach and the words "Get out of my recliner, 
kid" if you do. 
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Dads are notorious gadget freaks 
and the Kindle 2 is one of the coolest 
pieces of tech we've gotten our hands 
on. It’s built in 3G capabilities makes 
buying books a snap and Amazon 
has a large catalogue of titles in every 
genre. He can also download newspa- 
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Mr. Beer Beermaster's 
Select Beer Kit 


Does your dad like beer? Sorry, that was a redundant question, wasn't it? 
That'd be like us asking if you dad likes to fart and scratch his butt. But you 
know what's better than beer? Beer that you brew yourself, that's what. 
Sure, it's a lot of work but the rewards more than outweigh the effort you 
have to put into it. Besides which, the ready-made kits from Mr. Beer help. 
eliminate a lot of the guesswork involved. These spiffy kits include every- 
thing you need to craft a batch of delicious brew, so get one for your dad 
and watch the pride he displays as his yeasty creation comes to life. 


mrbeer.com 
$9995 


Apple iPod Shuffle т 


Years of watching over you probably hasn't done 

wonders for your dad's appearance. While there's 

nothing you can do to save his receding hairline, 
you can slim pop down a tad by getting him Ap- 
ple's newest iPod Shuffle. It's got four hearty 
gigabytes of storage, an in-line remote so he 
can tweak the volume or skip tracks while 
sprinting, and best of all, it has an innovative 
new feature that announces the name of the 
next track before it starts, so that he can skip 
over "My Heart Will Go On" when he's jog- 
ging through the park. At $79, it'll cost less 
than a month at that gym he bought a 
membership to but never visits. 


apple.com 
$79 


Airdrives Earphones 


Some dads don't hear so good. Whether it's because they've grown too 
much hair in there, or because you wouldn't stop yapping in the backseat 
of the car during that road trip in 1997, he needs a better set of 'phones 
than the kind that usually come with MP3 players. Might we suggest Air- 
drives? Unlike most earphones that would slip out of pappy's ginormous 
ears all covered in his potent and colorful earwax, Airdrives curve around 
the outside ofthe ear, with the speakers resting right outside of the ear ca- 
nal. Best of all, the Airdrives curve and contour to his ears, allowing him 
to make them as snug or tight as possible. If he's the techie type, drop the 
extra Hamilton and get him the iPhone model Airdrives, which include an 
inline remote and microphone so that he can take calls on the go. 


airdrives.com 
$59 (Standard) $69 (iPhone) 


Anchor's Chip of 
the Month 


Does your dad like potato 
chips? Oh, wait, we already 
went over this, didn't we? 
Okay, so your dad's a snack 
hound—what's a loving son 
or daughter to do? Enroll the 
man in the Chip of the Month 
club, of course. Do so and ev- — 
ery month, the fine folks at 
Anchor Food Finds will send 
your dad a box full of potato 
chips. But we're not talking 
plain-jane national brands like the kind you find in supermarkets; heck no, 
Anchor hand selects bags from small regional companies like Madhouse 
Munchies and Route 11. But don't make the same mistake we did and try 
to eat one of his bags—unless you want to end up in the emergency room 
with teeth marks on your hand, that is. 


anchorfoodfinds.com 
(Price Varies) 


Fretlight Gui 


Your dad had dreams once. He wanted to be the starting quarterback for the 
Dallas Cowboys. And yes, he wanted to bea rock star. Too bad your dad can't 
throw a spiral to save his life. It's also too bad that your dad never got around 
to learning how to play the guitar. Thankfully, it's never too late for the old 
man to strap on an electric guitar and start pumping out some riffs. Do the 
smartthing and buy him the Fretlight—it has lights built into the fretboard 
which adds a nice visual element to learning guitar. There are lessons 
included to give you a nice leg-up and there's a custom media player 
thatlets you import songs and video clips to make them compati- 
ble with the Fretlight, meaning your dad can finally learn how 
to play his favorite song—Bon Jovi's "You 
Give Love A Bad Name." 


fretlight.com 
$499.95 
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Breaking into the futuristic world of Cocoon is an awe-inspiring moment. 


FINAL FANTASY XIII 


Big, epic and gorgeous: we go hands-on with Square's thirteenth fantasy. 


| Ps3 | Xbox 360 


t's incredible to think it's been almost 20 years 
[s the very first Final Fantasy hit American 

shores. | know I’m not the first person who has 
wondered when or if Square was going to run out 
of steam with the Final Fantasy brand, but with 
such a long and storied history creating the RPG 
series and all its offshoots, it's pretty clear that the 
series is here to stay. 


LUCKY THIRTEEN 

Though it’s been a long time since fans first 
heard whispers of Final Fantasy XIII, the timeline 
is slowly winding down to its release later this 
year in Japan. Although western audiences will 
have to wait until early 2010 to get their hands on 
the game, Square Enix allowed for a select few 
journalists to visit Tokyo to play a Japan-only 


Lightning has the power to snap electricity out of her fingertips, 
though she’s having a problem with that at the moment. 


demo that will be packaged with Final Fantasy 
VII: Advent Children Complete. As a longtime Fi- 
nal Fantasy fan, | have high hopes for every re- 
lease, and Final Fantasy XIII looks set to meet 
my wishes. 

The opening sequence to our demo finds 
the mysterious protagonist Lightning on a giant 
train-like transit system that's running through a 
lush forest valley filled with strange animals and 
vivid wildlife. This world is known as Pulse, far re- 
moved from the isolated, futuristic world of Co- 
coon where much of humanity lies. As the train 
bursts through a tunnel into Cocoon, carrying 
many armed soldiers, Lightning and the goofball 
Suds (previously known as Sazch) sabotage the 
train and attack the soldiers, narrowly making an 
escape. Upon finding safe ground, Lightning and 
Suds converse while getting a handle on their ex- 
act location in the expansive cityscape they've 
entered in Cocoon. Eventually the pair finds them- 
selves staring into the eyes of a giant mechanized 
scorpion-like creature who's not too happy they 
crashed the party. The whole CG sequence left 
me awestruck at how detailed and rich the char- 
acters and environments were. It goes without 
saying that Square Enix are masters of creating 
CG sequences in their games that rival the best 
animated feature films out there, but to make a 
winning game you must have winning gameplay. 
Lucky enough we soon found out Final Fantasy 
XIII has this in spades. 


Ее КЕНО! 


Snow and two other Nora members are readying an attack against PSICOM. 


An ice attack seen here cast by Snow drained his entire attack 
gauge, making him vulnerable to attacks until it fills back up. 


Lightning and Suds are an unlikely duo infiltrating the world of Cocoon. 


THE BATTLE BEGINS 

One of the main concerns every Final Fantasy fan 
has when a new game is announced is how the 
battle system will work. Each new Final Fantasy 
game makes a departure in some form from the 
previous title, and Final Fantasy ХИ! is no excep- 
tion. First off, the way you encounter enemies is 
similar in ways to Final Fantasy ХИ, where you can 
see the enemies (and possibly avoid them) dur- 
ing exploration. Once enemies spot you, they go 
into an alert mode, and will try to engage you. If 
this happens, you'll enter a battle, and although it 
isn’t completely seamless like FFXII, the transition 
period is much shorter and less obtrusive than in 
the past. The new system feels a bit like a blend of 
the battle systems in FFXII and FFX. There is still 
a time gauge, but instead of counting down as it 
has in past games it counts up. The gauge is split 
into smaller segments, allowing the player to in- 
put commands even as the bar fills up. Attacks and 
magic spells are assigned a number (or point), and 
this number coincides with the time gauge. For in- 
stance, the player can decide to input an attack that 
takes one segment of the gauge away and then end 
the turn, or wait until three segments are filled up 
and perform a few attacks and a magic spell. Ad- 
ditionally, to input stronger attacks and magic the 
entire gauge must be filled up. One unexpected 
departure from the past battle modes is the ability 
to control the camera. This may seem like a small 
change, but the freedom of camera movement 
makes the battles more engaging. 

Another addition to the battle system is called 
“break mode.” This is a mode that enemies go 
into when your character has performed a num- 
ber of attacks, or combos, in a row without being 
attacked themselves. It will depend on the enemy 
for when exactly they'll enter this mode, and there 
is a percentage at the top of the screen that shows 
how close they are to "breaking." Once enemies 
enter this mode, your character's attacks will 
cause much more damage, and will last until the 
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break percentage at the top has gone back to zero. 
Furthermore, characters can also perform special 
attacks on enemies who are in break mode, which 
causes the player make split-second decisions on 
how they will use their time gauge points. 

One point that Square Enix seems unsure about 
is how fans will react to the omission of being able 
to control the entire party. This came up quite a 
few times during our demo, and although it took 
a little while to get used to, the new combat sys- 
tem is frantic and engaging enough just controlling 
the main character in the group. Though it wasn’t 
shown in the Advent Children Complete demo, the 
developers have noted that players will be able to 
set certain commands prior to entering battle for 
the other characters in the party, though it’s yet to 
be seen exactly how this will work. 


LIVING IN А COCOON 

The aforementioned mechanized scorpion en- 
emy is the first battle encountered when Light- 
ning and Suds reached Cocoon. Final Fantasy 
games have started in a similar fashion in the 
past, such as with Final Fantasy VIII, with the 
characters getting thrown right into a boss bat- 
tle at the start of the game. Once we got accus- 
tomed to the new battle system, we were able 
to defeat the enemy...for a time. We battled the 
scorpion a few more times before the enemy fi 
nally went down, but not before it destroyed a gi- 
gantic bridge/overpass structure the characters 
were standing on. After the battle, we were able 
to explore an area known as the Restricted Zone, 
which just so happened to be crawling with ene- 
mies working for an organization called PSICOM, 
a military organization that Lightning and Suds 
used to be a part of. | took as much time as | could 
to take in the ultra-detailed world of Cocoon, and 
| caught myself many times mistaking in-game 
graphics for CG. The only comparison that | can 
make to the level of detail in the environments 
and especially the character models is to the 
ultra-detailed Mass Effect. 

The demo also allowed for some brief play 
time in the shoes of Snow, the beanie-sport- 
ing member of the resistance group in Cocoon 
known as Nora. Unlike Lightning who uses a 
large sword for attacking, Snow is comfortable 
just pounding his fists into his enemies. A boss 
battle ensued at the end of the demo which was 
fairly difficult considering the demo takes place 
very close to, if not at the beginning of the game. 
After the battle, we were treated to an amazing 
closing CG sequence showing Nora being at- 
tacked by PSICOM and left us hanging as to what 
the final outcome of the battle was. 

Though the hands-on demo was amazing and 
gave a great glimpse into the world of Final Fan- 
tasy XIII, |I was ultimately left hungering for more. 
If my fevered yearning to get my hands on the 
full game is any indication, fans should be blown 
away when Final Fantasy XIII hits our shores in 
early 2010.—Andy Burt 


Intruder alert: can you tell which one didn't work on Final Fantasy XIII? 


FINAL FANTASY XIII: DEVELOPER INTERVIEW 


s an added bonus to the game demo, 
А was able to sit down with three leg- 

ends of the Final Fantasy series, and 
the leading men working on Final Fantasy 
XIII: designer Isamu Kamikokuryo, director 
Motomu Toriyama, and senior VP of soft- 
ware development Yoshinori Kitase. 


GamePro: What is the back-story behind 
the creation of Cocoon, and how it relates 
to Pulse? 

Square Enix: The story of Final Fantasy XIII 
is based around the myth of magical crys- 
tals that are inhabited by gods that govern 
the two worlds. The gods and their servants 
created Cocoon in order to protect humanity 
from the harsh wilderness of Pulse. 


GP: What is the relationship between Light- 
ning and Snow? 

SE: Though in the demo they have not yet 
met each other, later on in the story they will 
be united over a common interest. 


GP: Were there any real-life inspirations in 
creating the wilderness of Pulse and the fu- 
turistic metropolis of Cocoon? 

SE: For Cocoon we wanted the setting to 
look ultra-advanced, but retain some form 
of familiarity. We looked at a lot of mod- 
ern and historical architecture and tried to 
blend the two together. In creating Pulse, 
nature was our main focus, and we wanted 


to over exaggerate that focus as much as 
possible in the design. In fact, we were 
able to set up a site survey tour across the 
United States that spanned many national 
parks. We took pictures along the way, and 
due to the power of developing on the PS3 
we were able to realistically depict the in- 
spiration we received from these images as 
settings in Pulse. 


GP: How will the magical being, or "sum- 
mons” be incorporated in Final Fantasy XIII? 
SE: They will be more directly involved with 
the characters than in the past. An example 
is Snow riding Shiva as a vehicle. They will 
also be incorporated into battles. 


GP: What can you tell us about the military 
group PSICOM? 

SE: PSICOM is the military group that gov- 
erns Cocoon. They aren't initially enemies 
with Lightning, but due to an incident they 
begin to oppose each other. 


GP: Will the battle system stay as a single char- 
acter-controlled system in the final game? 
SE: What you played was an extremely ba- 
sic version of what's to come. Generally the 
additional characters will be A.l.-based, but 
there will be plenty of options as to how they 
react in battles in the final version. 
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In Red Faction: Guerilla, the Arc Welder can electrocute several enemies 


simultaneously, but only from close range. 


RED FACTION: GUERRILLA 


hen Volition first announced that Red 
Faction: Guerrilla was going to make 
a departure from the series' first-per- 


son shooter roots to a third-person perspective, 
many fans were unsure what to think, my- 
self included. After playing a large chunk of the 
game though, I’m happy to say that the devel- 
opers have done a bang-up job, and Red Fac- 
tion: Guerilla may help reinvigorate the Red 
Faction franchise. 


Get your ass to Mars in ТНО'ѕ latest open-world sci-fi adventure. 


RED REVOLUTION 

The switch to third-person wasn't just a cheap de- 
sign ploy—Red Faction: Guerrilla is a wholly dif- 
ferent game than the past two RF titles. The player 
controls a miner named Alec Mason, who leaves 
Earth to reunite with his brother who has found 
work on Mars. Upon arrival, we see that the Earth 
Defense Force (EDF), who were previously an al- 
lied force against the Ultor Corporation in past 
Red Faction titles, has become an oppressive 


и Developer: Volition м Publish 


military group who treat the humans living on 
Mars like scum and vie for power any chance 
they get. Unbeknownst to Alec, his brother has 
joined up with a.rebel group known as Red Fac- 
tion who utilize guerrilla tactics (get it?) to fight the 
tyrannical EDF. The death of Alec's brother at the 
hands ofthe EDF leads Alecto join up with the Red 
Faction as well. 

The first thing we noticed when we picked up 
the game was the GeoMod system from past ti- 
tles has received a massive upgrade, essentially 
making the landscape of Mars the player's own 
destructible playground. From the start you are 
armed with a crude futuristic sledgehammer, 
which is as versatile as it is deadly. In fact, once 
we did a little exploration in the first area called 
Dust, we found it was possible to topple whole 
EDF structures with a few well-placed swings of 
the sledgehammer. The physics of Volition's Geo- 
Mod 2.0 engine is arguably the closest a game 
has come to representing real-life destruction in a 
video game. When you smash into a concrete wall 
with your sledgehammer you can practically feel 
the impact, and when you first discover the never- 
ending glee of placing remote charges throughout 
a building and blowing it to kingdom come you'll 
be hard-pressed to find a more satisfying destruc- 
tion experience in a video game. Additionally, the 
destructible environments aren't just cardboard 
props with no real mass; we accidentally crushed 
ourselves many times by being too close to a 
toppling structure. 


Scenes of massive destruction like this one are commonplace in Volition's Red Faction: Guerrilla. 


SWEET FREEDOM 

№ seems these days that any game that gives 
the player even the slightest amount of freedom 
wants to adhere to the "open-world" buzz-term, 
but Guerrilla really allows players to play the 
game as they see fit, but with enough direction so 
you aren't constantly wondering what to do next. 
On the map screen you can see any main mis- 
sions or Guerrilla Actions (shorter, more specified 
missions) that you're able to access, and a simple 
click on the location will give you a road guide (a 
la GTAIV) to help lead you to the spot. Addition- 
ally, as you traverse the red planet you'll see EDF 
hotspots marked in red on your map that you can 
infiltrate and destroy at any time. The missions 
tie directly into the Red Faction's fight against the 
EDF: successfully finishing missions and Guerrilla 
Actions will lower the Control Meter of the area, 
which measures how much control the EDF has in 
that particular spot. 

As you gain more control in an area, EDF 
troops will be less prevalent, and civilians will be 
more inclined to join the Red Faction. Once you 
gain enough control of an area you'll find that 
NPCs will randomly show up and lend a helping 
hand in fighting the EDF. On the flip side, if you 
continually kill civilians or Red Faction members 
a Morale Meter will go down, and you'll find your- 
self getting attacked by civilians, the Red Faction 
and the EDF, which is never fun. 


RECYCLED SALVAGE 

The closest thing to currency in Guerrilla is sal- 
vage, which can be obtained by destroying mining 
deposits, destroying EDF structures and complet- 
ing missions. Once you have enough salvage you 
can take it to a Red Faction safehouse and pur- 
chase new weapons and upgrades which are es- 
sential for survival as the difficulty escalates, 


so the incentive to complete Guerrilla Actions 
and story missions becomes greater the more 
you play. 

Speaking of safehouses, they're the only 
place you can instantly negate your EDF aware- 
ness, which is shown on screen as one of four 
colors: green, yellow, orange or red. The EDF 
awareness in Guerrilla is similar to the star sys- 
tem in GTA games: destroying EDF property or 
killing any EDF soldiers will raise your awareness 
and you'll have soldiers on your tail instantly. As 
mentioned before though, as you lower the EDF's 
control of an area you'll have fewer soldiers to 
deal with and more Red Faction members to 
aid you. 


MARTIAN MULTIPLAYER 

Multiplayer in Red Faction: Guerrilla handles 
up to sixteen players, and offers a variety of 
play modes. The main change from the single 
player game is the addition of different back- 
packs which are scattered throughout the maps. 
The packs all have different effects, such as 
the Rhino which allows you to smash through 
buildings, Stealth which makes you invisible for 
a short amount of time and Fleetfoot (my per- 
sonal favorite) which allows you to dash for a 
short period of time, and is deadly when com- 
bined with the sledgehammer to quickly blud- 
geon your enemies before they see you coming. 
There are ten packs in all, and six different on- 
line modes, which range from the traditional 
(Capture the Flag) to the unique (Demolition, 
where teams protect one player who attempts 
to cause as much damage to the environ- 
ment as possible without getting killed by the 
opposing team). 

Red Faction: Guerrilla is shaping up to be 
quite a blast, so keep your ears to the horn for 
this one, or we'll have to sick Hauser on you. 
—Andy Burt 
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X-MEN ORIGINS: WOLVERINE 


GamePro gets a full-contact experience with Marvel's most famous mutant—Wolverine. 


Xbox 360 | Wii 


hen it comes to Wolverine, the team at 
Wee Software definitely gets it right. 

One of the dumbest things any X-Men 
video game has ever done is force Wolverine to 
fight without the use of his claws. Sending Mar- 
vel's feral anti-hero into battle without his trade- 
mark Adamantium weapons is like equipping 
Master Chief with a wimpy paintball gun: it looks 
silly and just doesn’t work. Luckily, Raven Soft- 
ware knew that the combat in X-Men Origins: 


Wolverine, the upcoming video game tie-in to 
the summer action flick of the same name, had 
to be just like Wolverine himself—unchained, 
bloody, and brutal. We recently got treated to 
a fresh look at the game (plus a new boss bat- 
tle), and so far, X-Men Origins is so satisfyingly 
action-packed and enjoyable, it just might up- 
stage its own movie. 

Aside from crisp gameplay, slick-looking 
levels and authentic voice acting straight from 


в Publi: 


Hugh Jackman himself, X-Men Origins looks 
and plays like a comic book fan's wet dream. 
Most importantly, the game doesn't handicap 
its titular hero by making players work for the 
right to use Logan's mutant powers. Not only 
can Wolvie freely use his claws to tear enemies 
and environments into tiny little toothpicks, but 
his savage fighting style feels exactly how you'd 
expect it to. Even better, Logan's trademark re- 
generative abilities mean that gamers will be 
able to take as much damage as they can dish 
out. Not since the fighting game X-Men: Chil- 
dren of the Atom has playing as Wolverine felt 
so...visceral. 


MUTANT OF WAR 

When picking up the controller and executing 
Wolverine's various context-sensitive attacks, | 
couldn't help but feel like | was channeling re- 
flexes honed into my fingers from many long 
hours with God of War. That's a good thing 
since the timing and speed at which you mix 
up light and heavy attacks can produce a wide 
amount of bloody finishing blows from Wol- 
verine's arsenal. During the demo, we wit- 
nessed Logan barge into military strongholds 
beheading enemies, amputating various limbs 
and sinking his claws into stomachs, faces, and 
more squishy parts of the human torso with 
gruesome finesse. Of course, the scene-steal- 
ing "Quick Kills" look and animate better than 


the last time we demoed the game, and | actu- 
ally winced the first few times | inadvertently 
impaled some poor mercenary on a broken, 
pointed pipe or some other similarly sharp en- 
vironmental object. 

Another interesting gameplay twist in X-Men 
Origins is Wolverine’s use of his mutant powers: 
namely, throwing his body into fire, explosions, 
and sometimes, straight through enemies. Dur- 
ing a heated fight with a menacing 100-foot tall 
Sentinel, Logan proudly touts his indestructi- 
ble nature, disrupting the giant robot's limbs by 
plunging his forearm into its gears. Yes, every 
part of Wolverine’s body can be used as a tool, 
which adds a layer of inventive gore to boss 
fights and innovative puzzles. Needless to say, 
X-Men Origins is definitely staying true to Wol- 
verine’s savage animal nature. 


LOOKING Соор, BUB 

Most of all, everything in X-Men Origins is visual 
dynamite. Environments from dense third-world 
jungles to the laboratory site of the Weapon-X 
program are large, colorful and expansive, with 
dozens upon dozens of destructible and interac- 
tive items. In fact, X-Men Origins is at its best 
when dealing with large, graphics-intensive set 
pieces, like Wolverine’s ground-to-air-to-ground 


brawl with the Sentinel, among other huge boss 
battles. With tons of Michael Bay-sized explo- 
sions, flailing debris, and finely detailed envi- 
ronments, it looks like X-Men Origins is going to 
put the Unreal Engine through its paces. 

So far, the best new evidence we've seen of 
X-Men Origins' graphical chops took place dur- 
ing a boss battle with classic X-Men villain "the 
Blob," a walking, talking mass of cellulite with 
a serious attitude problem. Fighting in the mid- 
dle of a large grocery store, we could see indi- 
vidual cans and packaged goods literally fly off 
the shelves as the Blob threw his massive hands 
around in a vain attempt to catch and crush Wol- 
verine. A particularly exciting part of the burly 
brawl saw Wolvie digging into Blob's back and 
riding him through the store, decimating aisle 
after aisle of produce and a few of the store's 
walls. If X-Men Origins is a giant, delicious cake 
of fanservice, then it's apparent that the boss 
battles will make some great icing. 


UNCANNY & ASTONISHING 

Even though it's a tie-in release to Marvel's up- 
coming movie, Raven Software is adamant that 
X-Men Origins will follow a unique, blended sto- 
ryline rather than blindly mimicking the film's 
plot. With that said, we're only left to wonder 
whatother famous X-Men characters we haven't 
seen yet. While no characters outside of Sa- 
bertooth, the Blob, and the Sentinel have 
been confirmed yet (the film's lineup 
has us expecting to see Deadpool and Á 
Gambit at the very least), it's already 
clear that X-Men Origins will cover 
Wolverine's time before and af- 
ter joining the military, including 
his escape from the Weapon-X 
program.—McKinley Noble 


He can't fly, but Wolverine's lunge attack can close some pretty big distances. 


Death's epic scythe has to be one of the coolest weapons we've ever seen. 


DANTE's INFERNO 


Dante Alighieri's epic masterwork is about to get a whole lot bloodier courtesy of 
a team consisting of people who worked on Dead Space and God of War II. 


ri 


f you're expecting a thoughtful game consist- 
l^ of ruminations on the afterlife and the na- 

ture of existence (like the epic poem), think 
again: Dante's Inferno drops you straight into the 
fiery depths of Hell to do battle with mythic beasts 
that span the gamut of mythology. 


DANTE THE BUTCHER 

Prior to getting Dante's hands dirty ourselves, 
we watched a teaser trailer to Show what was in 
store for us in Dante's Inferno which, as it turns 
out, is a whole lot of gore. The upgraded (read: 
beefy) Dante character kills Death in the open- 
ing scene, and steals his scythe (no easy task, "а 
imagine). The slick CG sequence then showed 
Dante traversing the cracked peaks and smol- 
dering landscape, hacking any foe that stood 
in his path to bits. The sequence also hinted at 
some of the bosses in Dante's Inferno: some 


of the fiends loomed many stories over Dante, 
forcing him to climb his way around the mas- 
sive beasts, avoiding crushing blows and in- 
flicting pain to the hordes of hell with a bloodied 
scythe. Allin all, it was pretty epic. “What about 
the actual gameplay?” | said to myself, aloud, 
embarrassing the other journalists around 
me. “Don’t worry, it’s coming,” the developers 
assured me. 

Before we got a hold of the controller though, 
executive producer Jonathan Knight wanted to 
make note that the focus in creating Dante’s In- 
ferno was that they were embracing a “gameplay 
first” mentality. He elaborated by showing us 
early design stages that were nothing more than 
vectors on the screen, but noted that instead of 
creating a ton of detailed art and cinematics, the 
team was focused on how the stages were actu- 
ally going to play from a gamer's perspective. Ad- 
ditionally, Knight said that the game is being built 
from the ground up as a 60fps game, and that 
they'd settle for no less. 


DIVINE BRUTALITY 

Dante's Inferno itself plays similarly to God of 
War-style games, with a strong focus on varied 
attacks, combos, and finishing moves. In one of 
the earlier stages we played (which took place 
in the first circle of Hell, Limbo), we encoun- 
tered a giant Minotaur-like creature (towering 


immensely over Dante) mounted by a demon 
who was surrounded by smaller foes. After avoid- 
ing the Minotaur's crushing blows, we were able 
to grapple up the side of the Minotaur and dis- 
patch the rider. Here another aspect of the com- 
bat system came into play: once we took care of 
the rider, we were able to take complete control 
of the giant Minotaur, and all button commands 
for Dante (weak attack, strong attack, and magic) 
essentially became the Minotaur's attacks. We 
scorched our enemies to a crisp with the Mino- 
taur's flaming breath, and crushed them beneath 
his mammoth fist. 


To HELL IN A HANDBASKET 

Dante's depiction of Hell is regarded by the mod- 
ern world at large as the most comprehensive 
imagining of the world of fire and ash. The devel- 
opers took the "9 Circles of Hell" and all its graphic 
depictions to heart in creating the world of Dante's 
Inferno. The 9 Circles of Hell are treated as nine 
separate areas of the fiery world in which to ex- 
plore. And although trying to convert a 500-year- 
old text into an action-oriented video game and 
not leaving anything out may seem like an impos- 
sible task, from what we've seen so far the devel- 
opers are taking as few departures from the text 
as possible, while leaving the door open for plenty 
of opportunities to ravage the fiends of Hell and 
their master, Lucifer. —Andy Burt 


MANY WILL FALL. 
ONE WILL RISE. 
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In co-op, "players can use all sorts of team tactics by working together, utilizing new weapons and 
Vital Suits (VS), to fight against the giant bosses," says Lost Planet 2 producer Jun Takeuchi. 


LosT PLANET 2 


тап--һе just finished Resident Evil 5 and is 

currently deep in development of Lost Planet 
2. Features editor Dave Rudden of GamePro was 
lucky enough, however, to snag a brief moment of 
Takeuchi's time to ask him a few burning questions 
about Lost Planet 2—the upcoming four-player co- 
operative sequel to the snowiest game ever made. 


C Producer Jun Takeuchi is a busy 


To start off, how are you transforming the original 
Lost Planet single-player play style into a coopera- 
tive experience for the sequel, Lost Planet 2? The 
campaign mode in the first game is from the view- 
point of the protagonist, Wayne. In the sequel, the 


story is seta little more than a decade later on planet 
E.D.N. Ill and told by various members of the Snow 
Pirates. Each player plays as a Snow clan member, 
which works very well with the new co-op feature. 


Since Lost Planet 2 is a four-player cooperative 
game, how do you scale fights and boss battles to 
work in a cooperative realm? You must have seen the 
giant Akrid in the trailer we revealed, and there will 
be much bigger Akrid to come. The new co-op fea- 
ture gives us room for a greater variety of gameplay 
strategies. The players can use all sorts of team tac- 
tics by working together, utilizing new weapons and 
Vital Suits (VS), to fight against the giant bosses. 


oper ar 
What combat advancements and gameplay strat- 
egies specifically have been made in the world of 
LP2 since the original? We will introduce charac- 
ter customization in the newest installment, and 
as a part of it, weapons can be configured in a 
style which suits each player. Additionally, new 
actions like dashing and ladder climbing, on top of 
the original grappling action, have been included 
to further enhance the fun around the core action- 
shooting gameplay and strategies. 


What innovations are you bringing to co-op that 
separate Lost Planet 2 from the rest of the pack? 
There will be teamwork strategies around handling 
weapons and energy resources for the whole team 
and, though we can't talk in detail here, we have 
added a very distinctive, very Lost Planet rewards 
system, relating to assisting teammates and con- 
tributing to the team's success in other ways. 


What innovations are you most proud of so far in 
Lost Planet 2? As hinted by the "two" in the logo 
(which appears to be a "squared" sign), we think 
the newest installment will exceed the last version 
go far beyond anyone's expectations. In addition 
to new ways to conquer the giant Akrid in co-op, 
new weapons, апа new systems, the Vital. Suits 
include many more varieties. The new Vital Suits 
also do exciting things with the co-op feature, and 
combat overall will be radically changed. Plus, 
we're implementing improvements on the A.l., 
controls, and more in order to meet players' ex- 
pectations and keep things really fun. 


UNCHARTED 2: AMONG THIEVES 


ps 


Uncharted 2's title, Among Thieves, hints at a darker side of the snarky main character Nathan 
Drake. We'll soon find out what makes him tick like a thief. 


e'll hit the high points of what Uncharted 
W : Among Thieves is adding to the al- 

ready impressive original before jump- 
ing into our O&A to find out what really separates 
the series from the pack—the amazing storytell- 
ing. Here are the new features to pique your inter- 
est before the story draws you in. 

Uncharted 2 has diverse environments— 
war-torn cities, snowy mountains, and yes, lush 
jungles. The combat has been improved to accom- 
modate these new environments with "Traversal 
Gunplay" that allows you to fire your weapon at 
any time—even while swinging! Perform context- 
sensitive actions in Uncharted 2 like yanking en- 
emies off of the peak of a cliff you're climbing, or 
smashing the head of an unaware guard into a 
wall after you sneak up on them...and these high- 
lights are just for starters. 


PROUD FEATURES 

What Uncharted 2 feature are you most proud 
of? It's hard to narrow it down to one thing, so 
РИ stick with what | do on a daily basis: make 
cinematics people actually want to watch. What 
sets us apart is the way we seamlessly integrate 
our spectacular gameplay with a strong, charac- 
ter-driven story. Our cinematics play a large role 
in establishing our characters, so we had to come 
up with a unique process to bring out the best 
possible performance. 

We cast the same actors for both vocal and 
body performances, and we record the dialogue on 
the mocap stage as the scene plays out. Recording 
motion and dialogue together brings a unique en- 
ergy to the scenes that you just don't get when ac- 
tors record their lines separately in a sound booth. 
What's more, having all the actors there allows for 
a more collaborative experience: We can come up 
with new ideas on the fly, change dialogue, and al- 
low actors to improvise. 

After the motion capture is done, our anima- 
tion team uses our suite of custom tools to modify 
and finesse the body performances for maximum 
impact. We pay special attention to the face and 


eyes, as they're vital for conveying a character's 
personality and emotions. In fact, all of our facial 
animation is animated by hand; no facial motion 
capture is used, ever. This gives us the ultimate 
control over a character's performance, allowing 
us to add the subtlety and spark that separate the 
great characters from the bland ones. 


NARRATIVE INSPIRATION 

Whatinspires yourfocus on story? | think we've all 
played games—sometimes really good games— 
where the writing is weak and the story is practi- 
cally divorced from the actual gameplay. | always 
try to watch all of the cinematics in every game | 
play, but sometimes it's nails-on-blackboard pain- 
ful. | have a great deal of empathy for my fellow 
animators, so | feel bad skipping their work know- 
ing the effort that went into its creation. So our 
challenge was to create scenes gamers not only 
watch all the way through, but actually look for- 
ward to watching? 

For narrative-based games, it's not enough 
anymore to just give the player some mission 
objectives and call it a story. We learned from 
making Drake's Fortune that every challenge the 
player faces is given much more weight if they 
care about the characters involved, so we make a 
point of developing our gameplay in tandem with 
our narrative. Our unique cinematic production 
process is more complicated and time-consum- 
ing than your average video game, but it serves 
our story and gameplay well, and | think gamers 
appreciate the effort. 
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If you purchased an ATI graphics card, 
you could be entitled to benefits 
under a class action settlement. 


osed settlement of a $ action lawsuit 
ct you if, while residing in the United 
s during the period January 1, 2003 to 
Mar ch 31, 2006, you purchased one of the ATI 
series of graphics cards d below for your 
own personal use and not for resale: 
Radeon® series 9550, 9800, x700, x800, 
x850, x1300, x1600, x1800 or x1900; All-in- 
Wonder® series 9800, 2006, x600, x800, 
x1800 or x1900; All FireGL® or All FireMV®. 
To be eligible to submit a claim, you must have 
purchased one or more cards that were built by 
or for ATI, not by or for another company such 
as Asus, Diamond, Gigabyte, Palit, Sapphire, 
or VisionTek. 


Please read this entire notice completely as 
it affects your legal rights. The Court 
authorized publication of this notice. 


WHAT'S THIS ABOUT? 


The plaintiffs in the lawsuit claim that ATI 
advertised or marketed the graphics cards listed 
above as being *HDCP [EAE ” or otherwise 
conforming to High-bandwidth Digital Content 
Protection (“HDCP”) specifications for transmission 
of HDCP content, an attribute they claim the 
cards did not or could not have possessed. ATI 
denies the allegations and has asserted many 
defenses. The Court has not made any findings 
on this issue and the settlement is not an 
admission of wrongdoing by any party. 


WHAT DOES THE SETTLEMENT PROVIDE? 


For each authorized claim you submit, you will 
e one new Radeon® 4650 512MB PCI 
aphics card (if 55,500 or fewer authorized 
claims are submitted); one new Radeon® 2400 
256MB PCI express graphics card (if more than 
55,500 and less than 71,501 authorized claims are 
submitted); or a pro-rata share of $3 million if more 
than 71,500 authorized claims are submitted. For 
example, if there are 71,501 authorized claims, each 
authorized claimant will receive a check in the 
amount of $41.95 for each authorized claim he or 
she submits. 


WHAT ARE YOUR OPTIONS? 


Remain in the Class and submit a claim: For 
a detailed notice and claim form package call toll 
free 1-888-309-9567 or go to ATIClassAction.com. 
Your claim must be postmarked on or before 
August 10, 2009. Claim Forms not mailed by 
this date will be rejected. 


Object to all or any portion of the proposed 
settlement: The Court will hold a hearing on 
August3l, 2009, at 9:00 a.m. to consider 
(a)the fairness, reasonableness and adequacy 
of the proposed settlement; (b) the dismissal of 
the case with prejudice as to all defendants and 
the entry of a final judgment; and (c) whether 
an award of attorneys' fees, costs and expenses 
should be made to С! Counsel. You may 
appear at the hearing, but you don't have to. 
Any objections to the proposed settlement must 
be submitted to the Court and the parties no later 
than August 10, 2009. The detailed notice 
explains more fully how to object to the 
proposed settlement. 

Opt out from the Class: If you want to be 
excluded from the Class and the proposed 
settlement, you must submit to Class Counsel 2 
request to be excluded postm: 
2009. ty ou exclude yourself 


bound by the terms of the proposed s 
and you won’t be able to sue the defendants 
about the legal claims in this с; 


This is only a summary notice. To obtain a 
detailed notice containing additional information 
on the proposed settlement and each of these 
options, please call toll free 1-888-309-9567 or 
go to ATIClassAction.com. You may also write 
to Plaintiffs’ Counsel: Scott A. Kamber of 
KamberEdelson LLC, 11 Broadway, 22nd Floor, 
New York, NY 10004; or David С. Parisi, 
Parisi & Havens LLP, 15233 Valleyheart 
Drive, Sherman Oaks, CA 91403. 
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Іп Rock Band Unplugged for the PlayStation Portable, you take your band on the road as you rock 
the crowd and play all four instruments—lead/bass guitar, drums, and vocals—at the same time. 


Rock Band Unplugged exclusively on the 

PlayStation Portable. Rock Band Unplugged 
is every bitthe Rock Band you know and love with a 
full four-piece band, 41 song list, World Tour mode, 
andisthe first game in the U.S. to "utilize the PSP's 
wireless enabled in-game commerce for down- 
loadable content." Disregard the "Unplugged" 
surname, this rockin' PSP title leaves the acoustic 
instruments for the Kumbaya camp-fire losers. 


T his summer, play Rock Band on the go with 


Tour Bus or Rock 
After a hands-on demo with Rock Band Un- 
plugged, | was surprised to see how closely the 
game falls in line with the play style of Rock Band 
and Rock Band 2 on home consoles. In Rock Band 
Unplugged, you're challenged to play all four 
parts of the band solo—lead/bass guitar, drums, 
and vocals—by jumping between the instruments 
throughout the 41 songs. How this multi-track 
jumping works is by pressing the PSP's shoulder 
buttons, you can switch left and right between the 
fret boards of each instrument. Notes fall down 
the screen just like in Rock Band and Rock Band 2, 
butthe music notation is staggered across the four 
instruments and requires you to juggle between 
them to keep from failing. Flashy on-screen notifi- 
cations help teach you when to switch tracks. 

| was still getting used to the new handheld 
controls and my brief time with the game wasn't 
enough to confirm this, but the constant juggling 
between the four instruments made Rock Band Un- 
plugged feel more like a game than an experience. 
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That's not necessarily a bad thing because it's still 
Rock Band to the core and fun to play with good 
music, however, it did feel more challenging as | 
struggled to manage all four instruments and grew 
less focused on the music. 


"STUCK IN LODI AGAIN" 

The controls are simple enough, but take some get- 
ting used to since the face buttons on the PSP aren't 
color coded to match the Rock Band music notes. 
Left on the directional pad triggers the red music 
notes, Up hits yellow notes; the A button hits green 
notes, O hits blue notes. Rock Band Unplugged is 
still in development and things could change, so | 
recommend to the developers an option to overlay 
small PSP control symbols on all the notes to help 
with eye-and-finger muscle memory. 

If you enjoy music/rhythm games like Rock 
Band and Guitar Hero on home consoles and 
you're looking to take your show on the road, then 
you don’t want to miss Rock Band Unplugged. 
It's shaping up to be the best handheld rendi- 
tion of a full-band music game without the ad- 
ditional, clunky peripherals to get in the way. 
—Travis Moses 


Rules of the Road 


Here’s a special look at nine of the 10 
tracks that will be exclusive to Rock Band 
Unplugged on the PSP for a limited time 
before making their way to Rock Band on 


Kryptonite” 

Miss Murder” 

Alice in Chains ........ “Would?” 
Audioslav . "Gasoline" 
Black Tide Show Me the Way” 
Blink 182 .. What's My Age Again" 
Freezepop “Less Talk More Rokk” 
Jackson 5 BC" 
Tenacious D Rock Your Socks" 
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BooM BLox BAsH PARTY 


„А € Publisher: EA Games м Release Date: Мау 


The best multiplayer game on the Wii gets even better with the sequel to Boom Blox, Bash Party. 


game that | almost bought a Wii to play it 

and nothing else. So getting an early chance 
for hands-on play with Boom Blox Bash Party 
was an exciting experience for me to see what 
has improved since the first game. Though 
it's massively improved over the first Boom 
Blox, Bash Party is still a simple, fun, party 
game that's seen a huge number of additions 
and improvements. 


KA-BOOM! 
EA reps told me that project collaborator Ste- 
ven Spielberg was very happy with the first 
game, and the development team was thrilled 
with the project and wanted to start immedi- 
ately on the sequel. So it's no surprise that 
Boom Blox Bash Party is jam packed with twice 
the amount of content than the first game. 
There's twice as much multiplayer ac- 
tion, but even more single player content, 
too. There will be 450 levels in Bash Party 
(compared to 350-370 in the original game), 
hugely enhanced custom level options in the 
Create mode, plus online trading that by- 
passes the much-hated Friend Codes. If you 
go to a certain puzzle type that you like (such 
as the addictive Puzzle Quest-style Color 
Combos mode), there's a small icon at the 
bottom of the screen you can click to "find 
more player-created puzzles ofthis type." EA 
is planning to also provide more puzzles af- 
ter launch for free. EA reps said that the de- 
velopers actually designed all the puzzles in 
the game using the enhanced Create mode, 
something that would have been impossible 
in the first Boom Blox. You can also rate lev- 
els using a simple five-star system immedi- 
ately after playing, and you get full author 
credit for creating a level. You can also easily 


Á such a fan of the original Boom Blox 


remix custom levels you like and re-upload 
the remix. 

Just in competitive multiplayer alone, there 
are now 22 play modes (twice as many as the 
original game). So there's quite a big focus on 
competitive multiplayer for Bash Party! Co-op is 
also greatly improved; both players have different 
tools and must work more closely together. This 
is evidenced in the underwater levels where one 
player can fend off a giant squid while the other 
player concentrates on completing the puzzle. 


ASTRONAUTS VS. PIRATES 

Rather than a series of generic-looking levels, 
Bash Party organizes its levels into themed 
worlds: we saw levels based on outer space, 
underwater, and pirate themes. Within each 
of these themed-park worlds, there are differ- 
ent environments (such as outer space) that 
have different physics models. We watched an 
outer space asteroid-smasher level called "Gem 
Miner," and throwing the ball at the asteroids 
would make them splinter upon impact as the 
pieces slowly float out from the center, reveal- 
ing the crystal cores. 

In addition, the graphics have seen a ma- 
jor visual upgrade. The levels no longer look 
like flat, cardboard cut-out dioramas, but 
pimped-out environments with lots of light- 
ing, shading, and depth. It's actually one of the 
better-looking Wii games l've seen. 

Boom Blox Bash Party is sure to be a big- 
ger hit than its predecessor. With new block 
types, Boom Bucks cash that allows you to 
purchase levels and content in Create Mode, 
and new slingshot levels where you grab an 
object with the reticule, then pull back the 
slingshot to launch the object, Bash Party 
is going on my list of Wii games to look for. 
—Sid Shuman 
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Netflix 


NO PURCHASE NECESSARY. Open only to legal residents of 
the 50 United States {includes D.C.) 18+. For details includ- 


ing free, alternate method of entry, see the Official Rules at 
www.xbox.com/activatenetRixandwin 

*Streaming instantly from Netflix requires Xbox LIVE* 
Gold membership and a Netflix untimited subscription 
plan. Hard drive is recommended for Xbox LIVE, and is 
required for some features. See www.xbox.com/live. 
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Reacuge, 


You'll never forget the first time you ducked behind cover in Gears of War 
or swung a bat in Wii Sports. Innovative features tend to create the most 
memorable gameplay experiences (and the biggest game sales). Sadly, true 
innovation doesn’t come easy or often. Fortunately, the editors of GamePro 
have identified nine games that balance risk with reward...with sometimes 
unpredictable results. We start with one of the most 
unlikely innovators—Madden NFL 10 for the Wii. 


IN Dangerous:Visions 


= 


fined control scheme. 

Most importantly. however, the Wii version 
of Madden NFL 10 represents a monumental 
shift away from the straight-port mentality that 
has plagued this and most other multi-platform 
games. By eschewing PS2-era graphics and tra- 
ditional Madden gameplay for a more Wii-centric 
style, EA Sports is making the most innovative 
statement of all. 


ALL-NEW MADDEN FOR Wii 

Assuming you've already seen the images above 
and to the right of these words, you understand 
our enthusiasm. For the 2010 season EA Sports 
is building a completely new version of Wii 
Madden that combines a unique visual style with 
streamlined, faster-paced gameplay, and some 
interesting multiplayer modes. 


r 1 4 
Team Fortress 2's graphics inspired the 
Madden NFL 10 Wii team. 


s of inspi atii 
TF2's unique, a 


Wii Madden uses a Similar notion to tremen- 
dous effect. All the players in the game have been 
sculpted into five basic archetypes. Quarterbacks 
have been sculpted as heroic types with broad 
angular shoulders and big heads and skinny arms. 
Wide receivers are super-lean and full of attitude. 
Linebackers have outrageously tapered torsos 
with a hint of menace. Running backs are shorter 
and more squat—think LaDamian Tomlinson. And 
linemen are the ultimate tanks. 


re p SEED will still depict real-life 
ifferences i eight. 

Madden NFL 10's stadium architectures will 
also use this new art style, with sweeping curves, 
exaggerated dimensions, and high-contrast col- 
ors throughout. 


MORE PEOPLE, LESS TIME 

While Madden NFL 10's new visual direction re- 
flects the Wii's emphasis on fun versus real- 
ism, EA Sports wanted to make sure the actual 
gameplay was different as well. Knowing peo- 
ple tend to play Wii games in groups, the team 
set about trying to find a way to shorten the over- 
all NFL experience and make it a more social 


The Wii version of Madden defines five player archetypes: The "heroic" OB, the “squat” running 
back, the "thin and cocky" wide receiver, the "heavy" linesman, and the "muscular" linebacker. 


‘perience, without having it devolve into 20 or 
30boring mini-games. 

The team’s answer is an elegant one. First, con- 
tests will be considerably shorter. This is primarily 
achieved through a faster clock tick. At the time 
of our demo, games were lasting about 20 min- 
utes, and the development team hopes to bring 
this closer to 15 minutes. Regardless, even at 20 
minutes, the end result will be an experience that 
is easily watchéd and more importantly, shared. 

The controls for the game һауе been sim- 
plified in every way. At press time, EA was still 
working out some of the details, but we do know 
this: Gone are the days of wild controller ges- 
tures. In their place are a set of more intuitive 
controls. You can still hike the ball by snapping 
the controller up, but you can also press the 
A button. Passing no longer requires a flick of 
the controller but instead uses a more intuitive 
system where you scan the field, find the open 
receiver and point at them. Advanced players 
will still be able to switch to a more traditional 
control scheme and fans of end zone celebra- 
tions will still be able to use the Wii-Mote to taunt 
their opponents. 

Play calling will still exist on three tiers: basic 
pass/run plays, intermediate play-calling that 
allows you to be more specific, and traditional 
Madden-esqué plays. 

One all-new feature known as "Spotlight 
Moments" has been designed to heighten the 
tension of game-changing situations with ‘ап 


Great Minds Think Alike: 
Tiger Woods PGA Tour 10 Wii 


Like Madden makes the most of the Wii, the newest version of Ti- 
ger Woods will be one of the first non-Nintendo games to make 
use of the Wii Motion plus add-on for the Wii Remote controller. 
In Tiger Woods, as you rotate the Wii Remote in your hand, the 
club head rotates as well. When you swing, the Motion Plus de- 
vice does a great job of detecting how straight you keep the con- 
troller. Rotating the remote a little bit during your hit will send 
the ball slicing to your right. Ditto for a left-handed rotation. 

Tiger Woods makes one other cool use of the Wii Motion Plus. The game now features a fully 
functioning disc golf mode that allows you to sling frisbees on the most famous golf courses in 
history, including Pebble Beach. You can chuck a disc from any wrist position—normal, inverted, 
sideways—and the game flawlessly mimics your throwing motion. 


emphasis on one-on-one challenges. These 
moments occur at key points in a game and trig- 
ger short frenetic mini-games. For example, if 
you throw a deep pass to your wide receiver and 
the cornerback has a shot at defending the pass, 
a mini-game is triggered where each player uses 
their Wii Remote to knock the other player's hands 
off the ball. 

We saw another example where a running 
back in the open field was trying to juke a would- 
be tackler. This triggered a mini-game where the 
defensive player has to match the offensive play- 
er's left/right movements. EA Sports tells us there 


KEEP YOUR HAND 
ON THE BALL 


are several other Spotlight moments in the game, 
including one for quarterback passing situations 
on third and fourth down. 

With the vision (and hope) Wii Madden will 
be the type of game played in a crowd of peo- 
ple, the designers are developing several modes 
that will allow a roomful of players to con- 
stantly battle amongst themselves. Players will 
be able to engage in short tournaments, and EA 
Sports hinted at a brand-new experience resem- 
bling Rock Band that will allow players to jump 
in and out at will with scores assigned to each 
person's performance. 


BLITZ MEETS MADDEN? 

As we left our demonstration, we couldn't help 
but reminisce about previous arcade-style foot- 
ball games that have captured our attention. 
Tecmo Bowl was the greatest, but NFL Blitz wasn't 
far behind. Both games succeeded in becoming 
multiplayer legends because they emphasized fun 
over authenticity and arcade-style controls over 
complicated control schemes. 

With Wii Madden, EA Sports is making a simi- 
lar set of choices. This is an important shift for the 
series, and it seems genius to us. Based on our 
experiences, the end result will be a football game 
that mirrors the lighter, group-oriented emphasis 
of gaming on the Wii. It's entirely possible that, 
come football season, we'll be playing both ver- 
sions of the game. 

CONTINUED > 


Key Innovations 
In Madden NFL 10 


1. An entirely new visual style. We're in- 
trigued enough by the Wii version's graph- 
ics that we can't wait to play it. The Madden 
development team's acknowledgement that 
the Wii version of this legendary franchise 
deserves a totally different look is a massive 
leap forward in game design concepting. The 


style feels like a perfect fit for the game. 


2. Wii-friendly control scheme. It's not that 
we're purists or anything, but making all 
those crazy gestures with the Wii mote con- 
troller felt so...undignified. EA Sports de- 
serves innovation kudos for stripping out 
many of these controls and incorporating a 
new improved passing model that allows you 
to quickly scan and select a receiver without 
having to snap-whip the controller. 
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New to the passing game: When the pocket collapses and your 
OB is about to be sacked, the controller rumbles, and you can 
use the right analog stick to step up, left, or right in the pocket. 


HD MADDEN GOES 

During the same visitsto EA Sports Tiburon, we 
also were lucky enough to be the first non-EA 
gamers to see and play the PS3/Xbox 360 version 
of Madden NFL 10. 

This version of the game impressed us 
because in many ways, it's a throwback to the 
older halcyon days of Madden. As always, the 
emphasis remains on providing an authentic 
NFL experience, but EA Sports is accomplish- 
ing this by toning down the game's speed, 
interface, and feature set while bolstering the 
on-field action. 

The most impressive and immediately notice- 
able new attribute in this year's Madden is the 
game's near-photorealistic visual style. For this 
version, the design team is trying to make the on- 
field experience as authentic as possible. This 
extends from the players' facial expressions to 
custom animations for different quarterbacks’ 
throwing styles to a brand-new depth-of-field 
camera effectthatclosely resembles a Sunday NFL 
broadcast. Speaking of which, Chris Collinsworth 
and Tom Hammond are still doing the play-by- 
play coverage of each game. 

One of the overall goals of Madden is to imbue 
each game with emotion and drama, and to this 
effect, you'll see lots of little details depicted over 
the course of a contest. Players talking to other 
players on the sidelines. Guys warming up on 
exercise bikes. Kickers warming up with those 
little kicker nets. Fans who bundle up for cold 
weather games. And even weather effects that 
will mirror that day's real-life weather in the home 
team's city. 

One of the other small-sounding details that 
impressed us because it will add to the overall 
realism is the passing game. Quarterbacks are 
now capable of throwing passes into the dirt. 
(Hello, Donavan McNabb!) And receivers will 
attempt to run through and catch balls thrown 
over their heads. 


Great Minds Think Alike: 
The Conduit 


We know what you're thinking: How does a Wii first-person shooter 
share innovations with Madden on the HD consoles? Surprisingly, 
they share a visual element that looks to become the next big step in 
making photorealistic games. Depth of field is acommon technique 
used in film to approximate the human eye's tendency to blur out X /* 
things outside of what you're focusing on. For example, if there is 
anyone around you while you're reading this, you can see them, but 
your focus on this page prevents you from seeing more detail. The 
Conduit has added that feature during reloading, while Madden does it to help you focus more on 
the immediate vicinity of a play and less on players that are too far to make a difference. You might 
not even notice the effect at first in these games, but when you do, your jaw will drop. 


ex 


FIGHT FOR EVERY YARD 

The mantra for this year's Madden is "Fight for 
every yard" and this is embodied through a brand 
new procedural tackling system known as ProTak. 
This is essentially a cutting-edge animation 
technology that allows the game's designers to 
determine the outcome of multi-player dynamics. 
In real-world terms, this means that Madden now 
allows gang tackles, an important element of foot- 
ball that has never before existed in the series. 

Watch an NFL game on Sundays and again and 
again, you'll see one defensive player hit a run- 
ning back and hold him until his teammates come 
in to finish the job. This is now in the game. Осса- 
sionally, much like real-life, the play will even be 
whistled dead without the offensive player hitting 
the ground. On the offensive side of the ball, you'll 
be able to lean your player in one direction when 
he’s being tackled to fight for extra yardage. 

In keeping with this mentality, fumbles 
amongst crowds of players will literally force you 
to fight for the ball via a short button-mashing 
sequence that simulates the frantic grab for the 
football underneath the pile. 

Finally, NFL junkies will also love the game’s 
new injury system, which will allow coaches to 
make the critical decision NFL coaches make every 
weekend: Do you put an injured player back in the 
game, risking further injury? Or do you let him sit 
out, even though his absence will hurt your team? 


SLOW IT DOWN 
One of the other significant enhancements in 
Madden is the game’s speed. After careful con- 
sideration, the development team decided to slow 
the game down by about 10 percent. The previ- 
ous versions’ speed was out of whack with real life 
and was allowing players to perform at unrealistic 
levels, such as 3.5-second 40 times. 

Initially, when we got our hands on the game, 
we found this a little unnerving, mostly because 


we were used to last year’s speed. But within 
minutes, we found the new pace to feel more real- 
istic—and more intense. 

Finally, in another effort to make the game 
a little less wonky, the Madden team is making 
the notion of the Madden IQ largely invisible to 
the player. It’s still there and will still govern the 
game's overall difficulty level, but will be a less 
intrusive presence. 


HALLMARK MOMENT FOR MADDEN? 
Each of the previous 20 years, EA Sports has 
released a new enhanced version of Madden. For 
the most part, many of these games have been 
excellent. But only two previous releases have 
represented quantum leaps for the series: The 
very first one for Sega Genesis, of course. And the 
first PS2 version, Madden NFL 2001. 

This year, with Madden NFL 10, football fans 
may be lucky enough to play two ground-breaking 
versions of the series. 


CONTINUED > 
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Dangerous Visions 


but don’t expect their military tactics to match. 


The Rookie may share fashion tips with Master Chief, 


Halo 3: ODST 


An open world and flashbacks? Welcome to the new Halo. 


he UNSC calls them Orbital Drop Shock 
] Troopers. They pack themselves into in- 
sertion pods with all the glamour of space 
sardines and ride the atmosphere like balloons in 
a thunderstorm. They might make landfall, but 
then again, they might not. Some think they're all 
crazy. Asfarasthey're concerned, they need to be. 
After all, they do call themselves Helljumpers. 
For all you skeptics who think Master Chief is 
the only UNSC soldier that can bring the awesome, 
we politely pointto these falling angels and suggest 
you think again. No, they don't have an Al snapped 
into their brains or a suit of armor that can face off 
with tanks. But they do have the guts to step into the 
fray, the means to ratchet up the kill count, and that 


sliver of insanity that can turn soldiers into heroes. - 


HALO 3 SOUARED 

Halo 3: ODST isa standalone expansion forHalo 3 
that includes all the multiplayer r maps of tl e origi- 
nal, all the do ЕО cont 

leased on Xbox [ 


only fitting that the series' last hurrah will push its 
own boundaries in ways we've never seen before. 

It's a grand promise, but it starts simply, with 
a new protagonist taking the reins of gaming's 
dynasty. Remember in Halo 2, when Miranda 
Keyes followed the Prophet of Regret through a 
jump that sent shockwaves tearing across New 
Mombasa? Well, with the Master Chief gallivant- 
ing off on Delta Halo, the city's bones were left 
for the Covenant to pick clean. The forces defend- 
ing Earth weren't about to just sit back and watch, 
though. They sent a vanguard of Helljumpers to 
beat the Covenant's beachhead to a pulp. 


Key Innovations 
In Halo 3: ODST 


like BioShock. 


1. An Open World Shooter: Unlike previous Halo titles and most FPS titles in general, Halo 3: ODST 
allows you to explore and tackle missions in the order you want to. Considering one of the biggest 
complaints lobbied against the previous games was the repetitive nature of the levels, this could 
be the game's greatest blessing or its biggest fault. 


CHiEFLY MASTER Y: 


SURROUNDINGS 
And yes, that's where you come in. As "The 
Rookie," the newest member of a five-man 
ODST squad, your job is pretty simple: to 
learn how not to get killed. Simple, that is, 
until you get separated from the squad and 
find yourself stranded amidst the city's 
smoldering husks. In Halo 3: ODST, you can 
walk in any direction, take any path across 
this open world, but therein lies the problem: 
u have no idea how to get back in touch 
with friendlies. 


2. Flashback to Go Forward: Since Master Chief is nowhere to be seen during the events of ODST, 
the story is presented through the eyes of a group of soldiers. Interacting with items will trig- 
ger the flashbacks, which should allow ODST to become a much more narrative-based mystery, 


Great Minds Think Alike: 
Borderlands 


How does a story-based prequel match up with a new IP based on building crazy weapons? Both allow 
an unprecedented amount of freedom with an open-world style of gameplay: While Halo 3: ODST uses 
the open-world to avoid the level-based claustro- d 

phobia presentin the series thus far, Borderlands is 
structured more like a Fallout-style RPG, where you 
are free to take missions and tackle them on your 
own time. Except you've got up to three players 
helping you and hundreds of thousands of weapon 
permutations to kill enemies with. While the two 
games take the concept in vastly different direc- 
tions, both are welcome changes from the largely 
linear FPS games that clog the marketplace. 


The factthat Bungie is making an open-world 
game seems a bit odd, but they're not following 
the same blueprint Rockstar pumps through its 
GTA games. ODST won't have side quests you 
can use to dally away your time or missions to 
track down wayward assassination targets. 
There's a story here, but it comes out through 
flashbacks from the perspectives of the Rookie's 
squadmates: Buck, Dutch, Mickey, and Romeo. 
As you move through the world, you'll inter- 
act with objects and locations that will trigger 
those flashbacks. 

Connecting it all together is the Superinten- 
dant, and it has to be the most lovable makeshift 
tour guide we've ever seen. An А.І. put in place to 
oversee the city's maintenance, the Superinten- 
dant will provide the Rookie with guidance from 
place to place and help you avoid Brute patrols >>PLEASE REMAIN CALM<< 
(the Prophet of Truth is already phasing Elites out А 
of combat, so you won't see them іп New Mom- 
basa). In fact, stealthy movement will play a big 
role in ODST, to the point that the Rookie won't 
even be armed with a flashlight. Instead, you'll be 
able to engage a low-light vision mode via your 
helmet, and get tactical updates of wandering en- 
emies on your HUD. 

If it all sounds a bit heavy on the covert tac- 
tics and a bit light on the Halo, well, that was our 
first thought, too. Then we remembered: This is 
Bungie we're talking about. When have they ever 
given us reason to doubt? 


CONTINUED > 
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The Rookie (right) fits nicely into Halo 3: 
ODST's dark, noir-inspired atmosphere. 


пе зе greatest games of this console 

7 generation is getting a sequel that changes 

9 all the rules. Producer Sebastien Puel talks 

us through some of the biggest additions in As- 

sassin's Creed 2, due out on PS3, Xbox 360, PC, 
and PSP this holiday season. 


On Int TION: 
9] 


“For Assassin's Creed 2, we have bigger ambition 
to push the boundaries of immersion in our game. 
You'll be able to interact with any structural ele- 
ments of the world as well as literally any NPC in 
the cities. Every NPC is an opportunity and can be 
used strategically to your advantage. The use of 
the crowd is definitely an innovation we are push- 
ing to a greater step this time. In the game, you 
have been betrayed by the ruling Italian Families— 
you will have to learn how to interact and use the 
common people or as we call them in the game, 
‘the underworld,’ to get your revenge. First, any 
crowd NPC can help you to hide—just go into a 
group and press the blend button to enter a crowd 
and lower your chances of being noticed by guards. The crowd can help you sneak through the city 
but aren't 100 percent stealth proof as guards have various awareness depending of their class. We 
have also added a new "notoriety system" where your actions in the city will impact your notoriety 
and ‘wanted level." 


ON COR -TING FLAWS 
"The most common criticism of Assassin's Creed was the lack of variety in story progression and game 
play. We are redefining the mission game play structure to give gamers a more enjoyable and reward- 
ing experience. 

"This time, we are offering more opportunities via side missions for the player to do what they want, 
when they wantto discover the many facets ofthe game. This is the strength of Assassin's Creed, the abil- 
ity to get the player immersed in a world that gives him the freedom of being a true bird of prey." 


“Just like the first Assassin's Creed, Desmond will be the main character in the present segments of the 
second game, serving as the bridge between the two games. 

“You will play a new main character in the past segments named Ezio Auditore de Firenze. Ezio, at 
first glance, is a young nobleman but assassin blood flows through his veins. Like Altair, he is myste- / 
rious and has extraordinary natural talents; he is master of his emotions and is very efficient in the 
art of killing. But at the same time, Ezio's past is what makes him who he is. He is well mannered, 
and able to interact with different classes of society. We also wanted to give him a special 'incli- 
nation’ for women; he is a seducer. But most importantly, Ezio is someone marked by fate. The 
decadence of his powerful family certainly plays a great role in the man he becomes. This 
honorable will to avenge his loved ones will lead him to unknown territory and some- 
thing much bigger than his own quest for vengeance and justice." 


"il 


“When we started Assassin's Creed 2, we asked 
ourselves the same question we did for the first 
game. What is the next defining moment in his- 
tory? The answer was pretty easy to find: the Ital- 
ian Renaissance. During a few years and in a very 
small place, a handful of Italian geniuses radically 
changed everything. They invented a modern vi- 
sion of the world, where men were at the center 
rather than God. They invented a new way of rep- 
resenting the. world (the invention of perspec- 
tive), they changed politics, architecture, the art 
of modern war and diplomacy—they invented the 
banking system as we know it and even advertis- 
ing! One man even began the first steps towards 
creating planes, helicopters, and tanks! 

"This is history as we learned it. But those 
were also cruel times, ruled by war, treason and 
murder! Of course we found very interesting to 
picture this in an Assassin's Creed game and cast 
а new light on those astonishing events. 

"The story alternates from the present to the 
past just like the first Assassin's Creed. Assassin's 
Creed 2 is the direct sequel ofthe first game so there 
are a lot of similarities but the team is working very 
hard on increasing the overall scope of the game 
structure and on adding more depth and variety." 


"Ezio will have many new skills in the fighting sys- 
tem—without naming all the new possible moves, 


Ezio can master a great amount of weapons now: 
long pikes, axes, and warhammers to name just 
a few. As those are heavy weapons, Ezio won't 
have to carry them all the time; he will now be 
able to disarm his enemies and drop his weapons 
behind. Since Ezio will not be carrying a weapon 
at all times, except from his hidden blades and 
throwing knives, he needs to be able to use his 
hands more efficiently when fighting. Therefore, 
Ezio will be able to use his bare hands against en- 
emies anytime in the game and perform various 
punches, kicks, grabs, and head-butts. 

"This time, Ezio will have one hidden blade on 
each arm. The main hidden blade will be on his 
left arm and the secondary hidden blade on his 
right arm. Imagine all the possibilities in new as- 
sassination moves, counters and upgrades using 
two hidden blades! Finally, we added a lot of new 
assassination moves— Ezio is able to assassinate, 
with specific moves, from virtually anywhere in 
the city: from roofs, hiding spots, water, ledges, 
and more. 

“Other than these new cool combat features, 
what I think really enhances the combat system 
are the new types of enemies. This time, there 
are three different categories of guards: the Mi- 
litia, the Elites and the Leaders. The Militia is the 
most common type and has up to three different 
ranks of guards, from the lowest to the highest. 
With each new rank, the guards get new weap- 
ons and armor. The Elite guards are a very cool 


addition to the game. There are three types of 
Elite guards: the Brute, the Agile, and the Parano. 
The Brute is all about pure strength and massive 
weapons to crush his opponent; the Agile has ad- 
vanced free-running skills that rival Ezio’s; and the 
Parano has very high awareness to any suspicious 
activity. They all carry their favored weapon, in- 
cluding axes, swords, and halberds. As for the 
Leader guards, you should think twice before 
engaging them.” 


“The horse is definitely back in the second game. 
We are working on new types of vehicles in the 
game, one being Leonardo da Vinci's famous fly- 
ing machine. Ezio will be able to launch himself off 
from a high point allowing him to fly around the 
city to reach specific locations quickly and with 


i 
the element of surprise. CONTINUED > 
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e child of Gears of War and Dis- 
ney's The Rocketeer, Dark Void has surfaced 
from the shadowy depths of gaming improb- 

ability. Its world is half steam punk, half science fic- 
tion, as though an art deco artist saw a glimpse of 
the future, went mad, and painted a dream where 
Nicola Tesla creates jetpacks and leads revolu- 
tions. In short, this game looks utterly sweet. 


If you've never heard of it before, you can be for- 
given because Dark Void is developer Airtight 
Games’ first title. The company, however, is filled 
with folks who know flight, as many of its members 
worked on Xboxflightsim Crimson Skies: High Road 
to revenge. It turns out, however, that they may just 
know a thing or two about shooters as well. 

Yet here we are getting ahead of ourselves, 
so let's back up. Dark Void is the story of a man 
named Will: a cargo pilot who, after crashing in 
the middle of the Bermuda Triangle, finds him- 
self transported through realities to a parallel di- 
mension. There, technologically armored beings 
called Watchers rule the planet with electric fists, 
and it's only through the engineering skills of in- 
famous inventor Nikola Tesla that a resistance 
movement could arise. The Survivors—humans 
who, like Will, passed through the Bermuda Tri- 
angle—are struggling for their lives, but with 


Key Innovations 
In Dark Void 


jetpacks strapped to their backs, they’ve managed 
to even the proverbial odds. 

Yeah, it’s pretty campy, but given that it’s 
basically The Rocketeer with guns (right down to 
the streamlined bucket-helmet), that’s forgivable. 
And since you can throw yourself into a speed- 
demon's flying fantasy whenever you like, it's 
actually downright entertaining. 


You don't start out with the ability to fly, of course. 
Initially, all Will can do is hover for a few seconds, 
which is where the game's other mechanic comes 
in: vertical cover. Take all the glorious devilry of 
Gears of War or Killzone, from blind-shooting and 
grenade hurling to round-the-corner melee grabs, 
and then flip it on its side, and you've got the 
idea. Interactively, it feels very much like normal 
cover as Will leaps from cliff edge to cliff edge, 
but in Dark Void you can lose your grip or yank 
enemies over the side and watch them plummet 
to the ground. 

And when you finally get the ability to take 
to the air, you don't just fly, you dominate. Will 
can reverse his thrust in microseconds, sideslip 
out of enemy fire, boost to phenomenal speeds, 
and even board ships Colossus-style, take out 
their pilots, and turn their guns on their friends. 
Campy? Sure. Fun? Oh, how we hope so. 


1. Vertical Cover: You may be sick and tired of having your muscle-bound hero peeking over 
barriers and around corners to find that perfect shot, but Dark Void is taking the concept in a 
new direction—literally. Peeking out from above or beneath a platform to pick off opponents 
brings back the exhilaration you had the first time you tucked behind cover in Gears of War. 


2. Fight and Flight: There's no one way to tackle and enemy or puzzle in Dark Void. Whether 
running and gunning old school style, taking evasive action by floating around, or making a 
tactical strike from the air, you've got options, each with their own pros and cons depending on 


the enemies and environments. 
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Mother of 
Invention 


The developers divulge their inspiration. 


“Іп the beginning stages of developing Dark 
Void, Capcom felt that the game we were 
making was good but needed a big stand out 
feature to make it great. They wanted a big 
idea, something that would make Dark Void 
rise up from the crowd and give gamers a 
fresh experience. That's when we came up 
with vertical cover. We presented the idea to 
Capcom and they loved it! Before we knew 
what had happened we had our first true 
unique feature. This helped everyone at Air- 
tight think about our game in a new light. 
Soon after we re-wrote our entire story and 
redesigned all of our levels with this new idea 
of verticality driving the development... We 
would be really interested to see somebody. 
take our vertical cover system and apply it 
to a horizontal surface. That would make for 
а pretty unique experience in and of itself." 
—Jose Perez, Airtight Games 


Dark Talk 


200 mph with Dark Void's developer. 


As one of the most innovative games we've seen 
in years, we've become quite curious about Air- 
tight Games' Dark Void. We chatted with lead 
developer Jose Perez about some of the game's 
coolest concepts. 


How does vertical cover differ from horizontal in 
terms of gameplay? 

At first glance both vertical and horizontal cover 
share the same basic principles. But when you dig 
a little deeper through our vertical system you can 
really start to see the difference. 

For starters, you get an incredible feeling of ver- 
tigo the first couple of times you use vertical cover. 
Then we add in the ability to melee enemies when 
they are above or below you. We have some mini- 
games where you start to lose your grip and have 
to mash the buttons like crazy to stay on the ledge. 
You can also leap forward from cover to cover as- 
cending or descending the sides of cliffs. 

In fact, | would be really interested to see some- 
body take our vertical cover system and apply it to 
a horizontal surface. That would make for a pretty 
unique experience in and of itself! 


How do you balance enemies and bosses in par- 
ticular, so that one form of combat (on foot, hover, 
flight, or in a ship) is not more dominant than 
the others? 
Some of this is balanced in the way we pace 
out the campaign. The first time you fight one 
of our mini-bosses, you simply don't have ac- 
cess to a ship, leaving only 
your rocket pack, guns, 
and handheld weapons to 
defend yourself. 

Some of this balance is 
done from an environmen- 
tal perspective. It's really 
easy to use a UFO and de- 
stroy a bunch of ground 
troops when they have 
no cover, but as soon as 


they run indoors you are probably going to want to 
pursue them on foot. 

In the end, it comes down to what decisions 
the player has made leading up to a specific en- 
counter and what tools they have left that deter- 
mines victory or failure. 


How does the ability to steal ships in midair 
change air combat? 

Simply put, commandeering an enemy vehicle in 
midair gives you more options in a dogfight. 

You are very nimble when using the rocket 
pack but you don't have the safety net of being sur- 
rounded by a Watcher UFO. Plus the Watcher ship 
notonly gives you more armor, they give you more 
fire power. There are also very few places to re- 
pair your air vehicles so you will often find yourself 
ditching UFO's or Survivor aircraft to find a more 
healthy option. 

I'm pretty sure Dark Void is the only game 
where you can fly a rocket pack, land on a UFO, and 
shoot robotic exoskeletons in the face! 


What sort of combat innovations are you bring- 
ing to each method of combat? 

We have a number of innovations in both on foot 
and in-flight combat. The vertical cover system 
opens up new dimensions of combat in bizarre and 
exciting ways that force the player to think about 
combat in true 3D. From an aerial perspective, 
we're bringing a more intimate experience to flight 
games. With the rocket pack, you are not a plane, 
you are a living breathing character. This alone 
makes it feel like a new experience, even before 
you mention anything about hijacking UFO's. 

Yet, | think the true innovation in Dark Void is 
the fusion of these two elements together. We 
don't separate the flight from the on foot experi- 
ence—they are one. The thrill of dive bombing an 
enemy at 200 mph, cutting your engines to make 
a dramatic landing, punching an alien in the face, 
and diving for cover before being hit with a rocket 
from a flying robotic snake monster is stupid 
amounts of fun! 

CONTINUED > 


We haven'tseen much of Will withouthis helmet. Hopefully we spend 
enough time with the unmasked hero to learn more about him. 


The hover ability allows you to evade attacks way more creatively than most shooters. 
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MAG: Massive Action Game 


The biggest online console shooter e 


he first info for MAG dropped last year and 
] the game quickly became one ofthe crown- 
ing jewels of Sony's upcoming title lineup. 
Theteam that made SOCOM one ofthe PS2's most 
well-received franchises made a pretty weighty 
promise to trigger-happy gamers-— battles featur- 
ing 256 players, all on the battlefield at the same 
time. After gamers collectively picked their jaws 
back up, they've tried to scour for new information 
onthe title, failing morethan not. But GameProhas 
collected a few neat new tidbits as well as some 
concept art that just might shed more light on the 
biggest console battle ever created! 


This art concept of a Panamanian 


ilitary camp is teeming with buildings, barracks, and arm: 


is also one of the most mysterious. 
MAKING THE BATTLE BIGGER 

You don't just go and plop 256 people onto a bat- 
tlefield and yell "fire!" and nobody knows that 
more than Zipper Interactive. Speaking to the 
company, who had to "create a system of technol- 
ogy, gameplay, and aesthetics" to support such 
an endeavor, you get the feeling that this project 
will be every bit as groundbreaking in its depth as 
SOCOM was when it debuted. 

One of the most important additions is that 
of "dynamic objective systems." With the battles 
broken up into fights between smaller factions, 
different groups of eight will be assigned different 
objectives that will work towards a larger victory 
for the team's side. While we weren't given specif- 
ics, we can imagine that teams could be assigned 
to overtake different parts of a compound, or that 
oneteam takes outcommunications while another 
team attempts an assault shortly afterwards. 

On the design side, Zipper has had to create 
“levels that support high player numbers while 
still allowing for a personal battle experience." 
We've been provided with two concept designs of 


ents, 


with a vibrant city outside. Will we be attacking or defending it? And will we see the city? 


Key Innovations 


In MAG: Massive Action Game 


1. Big Damn Battles: MAG's 256-player battles, if truly realized, will be nothing short of epic. On 
current consoles, the most we've seen in a shooter is Frontlines’ 50-player brouhahas. Even most 
PC games of note keep the soldier count low, with only the Battlefield franchise topping 60. If the 
game can ably convey the scope of a battle featuring 256 people fighting it out, it will be a sight 


to behold. 


2. Your Unit’s Duty: You can read more about it in the other sidebar, but it really is surprising that 


more games don’t follow MAG’s simple battleplan. A 128-on-128 firefight would be too chaotic, 
but breaking the battle into different contingents with different objectives should hopefully 
make MAG much more manageable. At the very least, it should serve as food for thought for 
other developers. 


what we believe will be indicative of what they’re 
trying to create. Both artistic interpretations show 
base camps—one city-based and well-laid out, 
while the other is more haphazardly set up in a 
wild environment. Both look like they have a very 
high level of intricacy and could allow combat to 
play out in a number of ways, which should en- 
dear them to players on an individual level as well 
as larger groups. 


MASSIVELY ANTICIPATED 
Zipper has provided afew other details to GamePro 
back in our April issue, but we'll recount the big- 
ger revelations here. The game will largely consist 
of eight-on-eight battles alongside a larger back- 
drop of a larger war being fought on the same 
stage—actions completed by different groups 
will make a difference for everyone, as you might 
see smoke billowing behind you as your bunkers 
get assaulted or planes flying overhead as a sister 
squad calls an airstrike. The team has been able to 
make use of many of the PS3’s strengths, allowing 
the Cell Processor to increase graphical perfor- 
mance, the Blu-ray format to fit more audio sam- 
ples, and the hard drive to stream the large levels 
without trouble. We've even heard that some of 
the technology put to work in MAG could be "a 
benefit to refining offline play." 

The size of the battles in MAG: Massive Action 
Game only matches our hunger for new info. Keep 
your eyes on GamePro as we seek it. 


Mather о} ү f 
Invention ч 


The developers divulge their inspiration. 


"Zipper's always been a company with 
strong online technological roots. In setting 
out to create a new IP for the PlayStation 
3, we wanted to do something uniquely 
innovative on the tech front, but also 
something that could be leveraged for a 
_ very different play experience. The concept 
of creating a shooter of MAG's scale came 
from looking at the next logical step, albeit 
a big one, in multiplayer gaming. Real wars 
aren't simply two sides trying to tackle a 
single objective. This is the experience most 
current generation of shooters support. Real 
wars involve many units, each with its own 
set of objectives, where each objective must 
be accomplished to win an overall victory. 
With 256-player battles, we are striving to 
replicate this feel—many individual squads, 
each with unique goals, all of which must 
work together to claim victory. As each 
smaller battle plays out differently, we see 
a great amount of variance in play from 
game to game. The replay value is high, the 
gameplay is deep yet approachable, and the 
experience is like nothing we've seen before." 
—Andy Beaudoin, lead designer at Zipper 


hile it had its shi 
Cause took sandbox 
playground and onto; 
your player with a grappling hook? 

the ability to hijack, skyjack, skydivt 
throughout one of the largest ope forlc 
created. Unfortunately, the combat wasn't quite 
as exciting and the open world was a bitssamey 
and sparse. Eidos and Avalanche Studios know 
that, and they've upped the ante in Just Cause 2, 
allowing you to go to more places and blow them 
up bigger. 


out of the 
h, arming 
achute, and 


Jusr GORGEOUS 

The first, most obvious improvement in Just 
Cause 2 is the increased graphical fidelity. While 
the original was no visual slouch, the level of de- 
tail, the vibrancy of colors, and the realism of the 
special effects in this sequel are almost breathtak- 
ing. A quick skyjacking revealed to us the variety 
of environments too, as we witness arid deserts, 
snow capped mountains, and the lush jungles fa- 
miliar to fans of the first. Thankfully, all of the loca- 
tions are better populated than the original, with 
locations teeming with opportunities to take on 
side missions, engage in a variety of races, and 
create chaos. 

Like the original, Just Cause 2 puts you in 
the fine designer shoes of Rico Rodruigez as he 
starts a guerilla war against another propaganda- 
fueled dictatorship. The key to overthrowing 
them? Chaos. Destroying tools of propaganda like 
military compounds, recruitment stations, and the 
military leaders themselves help turn the cause in 
your favor and unlock new missions. The very na- 
ture of many of the game's missions allow you to 
create a fair amount of chaos, but the great thing 
aboutthe system is that you can dish it out at your 
own pace. And judging by the new combat abili- 
ties and excellent-looking explosions, we can say 
most will be doing it fast and furiously. 


JusT DESTRUCTIVE 

The most amazing new innovations to combat in 
Just Cause 2 have come from the original's pri- 
mary item, the grappling hook. While the original 
had you using it almost entirely as a transporta- 
tion tool, some great combat opportunities can 
now be had. The hook can be used to pull in ene- 
miesor yankthem from high altitudes, butthe best 
way to inflict death is by using the dual hook fea- 
ture. This unique ability allows you to tether any 


two things together with your grappling hook. En- 
emies can be tethered to buildings to set up easy 
executions, or attached to vehicles and dragged 
to their demise. 

And the new fun doesn't stop there. The hi- 
jacking system has been enhanced so that you 
can now engage in combat while standing atop 


Ghostbusters 


the feature exists alread 


| Great Minds Think Alike: 


moving vehicles. The parachute is much more 
versatile, as you can get air much more easily and 
navigate with greater speed and precision. 

It’s been a long wait to find out the nitty gritty 
on Just Cause 2, and luckily, the wait has been 
worth it. This game could be one of 2009’s big- 


gest action hits. 
с CONTINUED > 
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Dangeraus Visions 


Let's Tap 


A game that's played without touching the controller. 


hat if we told you there's a game that can 
W: played without even touching, blow- 

ing, or speaking into the controller? Yuji 
Naka, best known for his work on the original Sonic 
the Hedgehog and the former head of the Sonic 
Team, has started a new studio called Prope, and 
its first project is a completely unique Wii game 
that's played without even touching the controller. 


EVEN A THREE-YEAR OLD CAN PLAY 
Let's Tap is played by setting the Wii Remote 
face down on a surface as you rhythmically tap 
that surface and indirectly trip the Wii Remote's 
motion sensor. In Let's Tap, you tap with precise 
and rhythmic pressure to race obstacle-course 
runners, tap along to music, pull blocks from a 
Jenga tower, fly a side-scrolling aerial shooter, 
and utilize a digital canvas to create awe-inspir- 
ing fireworks, ink paintings, and ripples in a pond. 
Though it may sound lame, after playing through 
the game's five different modes we can honestly 
say Let's Tap is fascinating and fun to play alone 
or with a friend. 

The first mode is called Tap Runner and can 
be played with one to four players. Tap Runner is 
a psychedelic Tron-like race with obstacles. You 
control a jelly runner by gently tapping as fast as 
you can on the surface to run and tapping once 
firmly to jump over hurdles. Rhythm Tap mode is a 
Guitar Hero-style music game where you tap with 


Key Innovations 
In Let’s Tap 


1. Hands-off Gameplay: Playing a game with- 
out ever touching the controller may seem 
like a bizarre concept, but Let's Tap makes it 
work marvelously. The Wii Remote's ability 
to sense slight movement allows you to con- 
trol the game by tapping whatever surface 
the Remote lays on. It's surprisingly respon- 
sive and tremendously fun. 


2. Building a Better Box: We found that play- 
ing the game on different surfaces yielded 
different results, with cardboard boxes sup- 
plying the best controls. If this game takes 
off, could we see a cottage industry of boxes 
made exclusively for Let's Tap? Heck, it 


wouldn't really be that weird amongst the 
throngs of terrible Wii accessories. 
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varied light, medium, and firm pressure to com- 
plete songs. Rhythm Tap can also be played with 
up to four players competing for the high score. 

Silent Blocks mode is like the classic block- 
tower game Jenga where you pull blocks from a 
tower without causing itto topple. The harder you 
tap the surface the more vigorously the blocks will 
be pulled. The most fully-featured mode is called 
Bubble Voyager. When playing Bubble Voyager 
solo, you control a generic character equipped 
with a bubble jetpack and rocket launcher in a 
side-scrolling aerial shooter. To play, you tap the 
surface to initiate the bubble jetpack and control 
the velocity and altitude of your character. Tap- 
ping once firmly will shoot rockets, which are best 
used when the dangerous mines are unavoidable 
by flight. Multiplayer Bubble Voyager mode is an 
overhead Asteroid-style deathmatch. 

The final mode is less of a game with con- 
crete goals and more like a digital canvas to pass 
the time or entertain others. This mode is called 
Visualizer and is loaded with different scenes 
that can be altered by tapping the surface. The 


Like most of Let's Tap, Bubble Voyager's method 
of flight is completely new, yet easily accessible. 


New Play Control! 


Great Minds Think Alike: 


Donkey Kong Jungle Beat 


fireworks scene, for instance, is a night-lit city- 
scape where tapping the surface with varied 
pressure sets off fireworks. Tapping in the pond 
scene creates ripples in the water, and tap in the 
ink scene to blot the paper with globs and strokes 
of ink. These are all just a few examples of the 
many different scenes and various play styles for 
each mode. 


CHARLIE TAPLIN 

Let's Tap is yet another completely unique game 
to utilize the Wii Remote's motion controls in new 
ways. There are plenty of different modes to play 
and challenge your friends with, and the variety 
in play style between modes is sure to keep Wii 
gamers replaying Let's Tap over and over again. 


Before you even ask, you do have to hold on to the controller 
in the Wii update of the GameCube platformer Donkey Kong 
Jungle Beat. However, if this update is anything like it's original 
GameCube iteration, it will require a unique method of move- 
ment. On the GameCube, the Bongo controllers, which were 
normally used to play music games, allowed you to move DK 
leftor right. We're guessing shaking the Wii Remote or Nunchuk 
will provide similar results this time around. Hopefully, like Let's 
Tap, the game will abstain from any button-pressing. 


Bakugan 


The white-hot anime series may redefine card gaming. 


hile Nintendo has had a great deal of suc- 
W cess with both the Pokémon gaming and 

trading card franchises, the two actually 
play quite differently. One is a collection-based 
RPG, while the other is a complex card game on 
the level of Magic: The Gathering. Bakugan is 
Activision's answer to Nintendo's jauggernaut, 
which just may catch a few fans due to its new 
gameplay concepts. 


HERE AND BAKUGAN 
For those of you unfamiliar with the franchise, 
here’s a Bakugan primer. Bakugan, like Pokemon, 
is a popular Japanese anime-game franchise in 
which characters summon monsters to do battle. 
Unlike Nintendo’s series, Bakugan began life as a 
card game, and thus has been pretty innovative 
in its execution. In Bakugan, players use metallic 
cards and do battle by rolling on them magnetic 
spring-loaded balls with creatures inside. It’s a 
great analog mashup of the best parts of the Poké- 
verse, and now that it’s coming to consoles and 
portables, it could explode ina big way again. 
Bakugan's story closely parallels that of the 
anime series, as it'S been penned by series writ- 
ers and written specifically for the game. Bakugan 
starts you off as an inexperienced Brawler who 
must fight his way to the top. Instead of forcing 
you into the shoes of a pre-existing protagonist, 
you can choose from one of the show's stars or 
create a character. 


Key Innovations 
In Bakugan 


1. Analog Gameplay Gone Digital: Bakugan 
began its life as an intricately designed card 
game with innovative concepts. Taking the 
tried and true formula to the gaming world 
should prove easy and addictive. 


2. Multiconsole Collecting? Unlike Pokémon, 
which is Nintendo-exclusive, Bakugan will 


be released across six different systems. 
Activision isn’t talking details yet, but releas- 
ing a game like this across multiple systems 
could be a boon for connectivity. 


Pokémon Platinum 


Great Minds Think Alike: 


As evidenced in the review on page 82, Pokémon Platinum is still atop 
the pile of anime-influenced collectable-driven games. But this world 
has room for more than one flavor of battling fun. Bakugan battles un- 
fold in a completely different way than Pokémon, including twitch ele- 
ments on top of the strategic gameplay common to both games. 


Once you've picked your hero, you'll do battle 
in a variety of different arenas, each with a varying 
size, shape, and trap set. Winning battles is a matter 
of picking the best Bakugan balls and cards as well 
as skillfully shooting the former onto the latter. 


СОТТА BAK “Ем ALL! 
Of course, Bakugan is built for collecting and com- 
peting. Over the course of the game, you've got 
hundreds of cards to collect as well as 40 Bakugan 
creatures, which you can pit against your friends 
in highly customizable battles in which anything 
can be altered—even the rules! 

Bakugan is due out on six different systems— 
the Wii, DS, Xbox 360, PS3, and PS2—this fall. 
With a wide scope and proven gameplay, Baku- 
gan's debut could be the start of something big. 
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| Guitar Hero have been big 
hits amongst the casual crowd despite be- 
ing one of the most hardcore games on 
the market—just watch the many YouTube vid- 
eos featuring lightning fast plastic guitar virtuo- 
sos tapping tunes out on the buttons faster than 
any arcade game ever required. When it comes 
to capturing one of the most important gaming 
groups—children, the current music crop's failure 
becomes apparent, as the older-skewing tracks 
and high difficulty level will likely frustrate and 
turn away most kid brothers and sisters. Warner 
Bros. Interactive Entertainment and Harmonix are 
looking to change that with LEGO Rock Band. 


Great Minds 
Think Alike: 


Wii Music 


Last year’s musical experiment on the Wii 


At first mention, the tag team of LEGO and Rock 
Band may seem a bit curious, but the fantasy and 
creativity of the former should work wonders with 
the latter. Anyone who's clamped together a few 
bricks knows that LEGO allows you to create some 
amazing things. To that end, LEGO Rock Band will 
allow you to not only create a custom rocker, 
but also your roadies and manager. You can buy 
LEGO-themed furniture and other items after per- 
forming to create a unique band hang out, as well 
as win new building bricks to create different ve- 
hicles to travel to your next destination. 

Where is your next destination? Well, in LEGO 
Rock Band, it's as far as your imagination can take 
it. LEGO Rock Band will feature a few destinations 
familiar to gaming rockers, but will also take you 
out of this world as you visit various destinations 
across the universe. In space, everyone can hear 
you rock. 


In order to cater to the younger gamers, LEGO 
Rock Band will include quite a few features to make 
the game appeal to all ages. While we don't have 


Key Innovations 


In LEGO Rack Band 


any tracks to reveal just yet, LEGO Rock Band's de- 
velopers have promised "an eclectic mix of rock 
songs suitable for younger audiences," along 
with option settings to keep the game from get- 
ting frustrating, though there will still be harder 
difficulties for the hardcore. There will still be a 
handful of well-known rockers present in the 
game with a LEGO makeover, which should sat- 
isfy adult players. 

Another new addition to LEGO Rock Band that 
should get it in good graces of kids is the Rock 
Challenges. Instead of playing existing tunes, 
these challenges will have you rocking out to per- 
form crazy objectives like destroying a giant robot 
or creating a tornado. It's nice to see mini-games 
make their way to Rock Band—hopefully the stan- 
dard series can see fit to include these too. 

While you can use your pre-existing music pe- 
ripherals in LEGO Rock Band, we assume that a 
bundle will be available at launch too, and that the 
peripherals will be the wildest yet. Hopefully we'll 
find out more as the game continues to be built. 


may not have been the biggest hit among 
critics, but the laid-back approach to play- 
ing music looks to be similar to LEGO Rock 
Band's. Hopefully, we'll soon see Wii Mu- 
sic DLC or track pack discs that allow more 
of today's youth-friendly bands to round the 
game out a bit more. 


1. Rock outside the Box: Every music game of note recently has been about playing popular mu- 
sic. While LEGO Rock Band isn't about to ditch the wildly popular formula, the "Rock Challenges" 
allow you to perform fun activities to complete crazy objectives. 


2. Take it easy: As a younger-skewering music game, LEGO Rock Band will probably include a few 


songs for the youth set, but more importantly, an easier skill set option that will make today's kids 
tomorrow's music-game pros. 
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Microsoft was also first to popularize the idea of selling small, inexpensive game downloads over 

its matchmaking service, leading to the release of the Xbox Live Arcade brand and hit download- 
able games such as Geometry Wars. 

But while Microsoft deserves credit for pioneering the model for digital console game distribution, 
it is ironically longtime rival Sony who is reaping the most critical acclaim and player passion for its 
PlayStation Network game portfolio. Rather than bloat its library with retro Genesis games and easy 
80s arcade ports like its competitors, PSN has steadily built up a sizeable arsenal of fresh, stylish, and 
addictive original games that you won't find anywhere else. That's translated into a lot of gamer good- 
will, and a fresh swagger in Sony's step. 

I've long admired Sony's strategy in the downloadable game space, so | took a day trip to the com- 
pany's Santa Monica development headquarters for a new look at its 2009 PSN game lineup. The mes- 
sage | came away with was clear: Sony is dead-set on being different. What | saw was a hodgepodge 
ofentirely different game experiences—some were designed for casual players, some for the hardcore 
fans. But everything | saw said that Sony is keenly aware of their growing reputation, and that 2009 is 
likely to be another banner year for PSN. On with the games! 


|| twas Microsoft that pioneered online console gaming through its Xbox Live subscription service. 


combination of LEGO Star Wars Snipping out the first-person precision required from competitive 

and Team Fortress 2, Fat Princess takes 16 оп 16 shooters like Halo and Team Fortress 2 while retaining their strategic 
online player battles to ап epic (and adorable) new depth is no easy task, but Fat Princess is showing promise in all the right 
level. Team play, whether online or offline, is the places. The control scheme is simple, the graphics are gorgeous (and gore- 
only focus in Fat Princess. The game is so named drenched), and the game is cute, cute, cute. This is a key PSN game to 
for its chubby mascot, who serves as the "flag" for watch for this summer. 
each team. Stuff your princess with cake and you'll 
do more than expand her waistline; you'll make it Peg 
that much harder for the enemy team to steal her 
away for points. 

Beyond that basic premise, little has been 
known about Fat Princess until now. In seeing a 
new version of Fat Princess running, it's clear that the game has seen a lot 
of polish since its video-only debut at GDC 2008. The game supports up to 
32 players online, computer-controlled bots, and features four play modes 
that range from team deathmatch to checkpoint control. Like Team Fortress 
2, the gameplay depth in Fat Princess comes from the dynamics between its { 
five specialized character classes and the strategies players use to snatch the 
enemy princess. Warriors are the best fighters, but are vulnerable to the pro- 
jectiles of the Mages and Rangers. Priests help keep the whole group alive, 
and Workers must harvest resources for the good of the group. Now imag- 
ine dozens of those players scurrying about in each match and you'll have a 
good idea of what Fat Princess is all about. 


Workers harvest ore and wood so teammates can build helpful objects. . Priests heal nearby teammates. The Dark Priest class upgrade 
Their class upgrade grants them a satchel of hand grenades. enables you to drain life from enemies in a more offensive role. 
J 
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Springs let players bound over barriers. If you have enough ore and Mages hurl fireballs that burn briefly before exploding. Upgrade 
wood, you can also build catapults, locked doors, bombs, and more. this class and you'll fling ice shards that slow the enemy. 


Warriors hack enemies to bits at close range with their swords; their shields 
can block arrows. The upgrade adds a long-reaching halberd poleax. 


Rangers fire arrows from a distance. Earning the upgrade 
grants you a massive, shotgun-like blunderbuss. 


PixelJunk 


ou're looking at the first public information on PixelJunk 1-4, 

the codename for O Games' fourth game in the PixelJunk se- 
ries. And boy, this one looks like a doozy. Like the other games in 
the PixelJunk series, 1-4 is a 2D game rendered in glorious 1080p hi 
def. Set deep beneath the earth's crust, you control a small rocket- 
propelled capsule that traverses a series of honeycombed caverns 
sprinkled with hazards. Though you'll blast swarms of bats and small 
gun turrets, your chief enemy is heat. And deep underground, there 
are rivers of lava that can scorch your tiny metal vessel into a baked 
potato. When your heat meter builds up, you can take a dip in an un- 
derground river to cool down. Your primary goal is to stay alive by 
avoiding lava, but you can use your winch to pick up stranded survi- 
vors for extra points. 

When faced with lava in the earlier levels, you can blast a path 
through nearby rock to avoid it. But later, you'll have to redirect water 
onto the lava to harden it before shooting your way through. Some- 
times this is as easy as shooting a hole to redirect a nearby river so 
it sprays all over the lava. Other times, you'll drop a sponge-like cap- 
sule into the river to soak up water, then carry the gushing capsule 
over the lava like a firefighting helicopter. The developers promise 
thatthey're experimenting with more liquid interactions than just wa- 
ter and lava as well. Judging by the screenshots, some ofthe environ- 
ments look almost organic in appearance. 

Like the rest of the PixelJunk family, 1-4 is a spiritual successor to 
classic retro titles; in this case, games such as Blaster Master, Chop- 
lifter, and probably a half dozen others. But its visual sophistication, 
dynamic liquid interactions, and pulsing soundtrack propel it far be- 
yond the sum of its parts. I’m quite interested to learn more about this 
intriguing PSN game, which Sony tells me is due out later this year, 
but "sooner than you think." 


Later levels will move beyond lava and water. Hey, is that stomach acid...? 


There are enemies to shoot, such as bats and small vehicles, and tiny 
spacemen to rescue with your deployable winch. 


By firing rockets into the rocky cavern walls, you can sometimes divert an underground 
river to solve a puzzle. The levels are also quite varied: in one level we saw, players had 


to circumvent a massive, spewing underground volcano. 


Er 5 


is back in this expansion pack 
to 2008's PSN neo-platformer. Like a 
tiny spider caught in a backyard garden, 
you twirl on strands of silk and jump higher 
and higher while collecting pollen and acti- 
vating seeds. Encore's chief contribution is 
a clutch of five new, much larger gardens. 
Other gameplay improvements abound, 
such as seed-jumping combos and the addi- 
tion of a much-requested alternate control 
scheme. But if you loved the original Eden, 
you'll be buying Encore for the trippy new 
music tracks alone. 


via the PlayStation 

3's Remote Play feature, but the PSP 
is soon getting its own dedicated UMD 
version of PixelJunk Monsters. The in- 
terface has been enhanced to accommo- 
date the smaller screen, and the camera 
will smoothly zoom in and out to show in- 
coming enemies. Otherwise, it looked like 
a fully faithful (and highly playable) hand- 
held version of the PSN classic. So why 
play it on the PSP? Easy: the PSP version 
adds a new island that boosts 
» the total number of playable 
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PSN 2009 Lineup 


fighter 
started life in 2005 as a PC game 
distributed over Steam, but the PS3 ver- 
sionisa radically different beast. On the 
РС, the mouse was central to the control 
scheme: your mouse movements made 
your string puppet execute huge flip- 
ping kicks and twirls. On the PS3, you 
tap punch and kick buttons instead, or 
use simple Sixaxis motion commands 
to perform "Chi moves" like fireballs 
and Superman punches. On the PS3, 
Rag Doll Kung Fu feels closerto a rowdy 
casual brawler. There are four different 
play modes; my favorite was Dodgeball, 
in which players scored points by hurl- 
ing objects at each other (think "com- 
petitive Super Mario Bros. 2"). 


"NJ 


interactive toy than a traditional video game, Detuned 
plants you in the middle of a (bad) acid trip landscape and lets 
you do terrible, terrible things to the man in the chair. Like a next- 
generation "stress ball," you can exercise your frustrations on his 
moldable, shapeable head. You have plenty of options, from exagger- 
ating his facial features to Elephant Man-like proportions...to turning 
his head into an elephant altogether. 
Then you can add trippy motion trails 
and activate different animation loops 
to really get your groove on, or upload 
an MP3 track that you can stretch and 
distort along with the visuals. As an in- 
teractive oddity, Detuned is quite the 
head-turner—it should win raves in 
smoky dorm rooms worldwide. 


n 


Everyday Shooter creator Jonathan Mak talks innovation, favorite games, 


and dodges questions about his highly anticipated next game. 


l've never really worked in 
a development team larger 
than two people before, but 
| can say that the jump from one to two is a huge 
difference. With a one-man team, it's free-form. 
There is very little discussion, and you never have 
to explain anything to anybody, and so if you get 
an idea, you can just do it. In fact, | find it much 
easier to work solo. 

However, when working with another person 
or a team, the range of possibilities increases... 
Some projects are better off as a solo effort, some 
are better off as a team effort. Heck, | sure hope 
large teams are still around in the future because | 
still dig a lot of big-budget games. 


I'd only talk about it if it was іп any real state of 
completion, but sadly it’s not. I’m trying my hard- 
est, | swear! | will plug the musician I’m working 
with though. That's okay, right? Whatever. 

(he might be embarrassed 
that | did that). Oh well. 


Street Fighter IV has decreased my productivity—| 
still can't do that stupid FADC link to Ultra! But it's 
quite fun. Also, Mirror's Edge was astonishingly 
exhilarating yet extremely frustrating. Valkyria 
Chronicles is very fun. 

l've also been having some pretty epic games 
of Monopoly lately. | mean epic. But mostly | just 
watch TV shows and some movies. 


E PSN Games to Download Now 


Got a PS3? Then there is much you must see and taste. 


pr, Sear се! HD 

s The Р538 answer 
to Geometry Wars 
is possibly the best 
dual-thumbstick ar- 
cade shooter ever 
released. You pilot 
a nimble spaceship across a huge globe, blast- 
ing color-coded asteroids and enemies using 
upgradeable special weapons. Make sure you 
download the Solo expansion, too, in order to ac- 
cess the superior new Endless mode—it’ll keep 
you hooked for months. 


Flower 

EN MNT UT uy More of an emotional 

E yin (ЗІР journey than а 
put ~ traditional “game,” 


Flower is a landmark 
in interactive artistry. 
There's no story to 
follow or points to score: you simply control a 
flower petal as it blows around a breathtaking 
landscape, shedding a little light in the darkness 
as you go. Despite its simplicity, Flower inspires 
more emotion than other games with a hundred 
times its development budget. 


Po Monsters 
An innovative game 
in the “tower de- 
fense" genre, Pix- 
elJunk Monsters is 
more addictive than 
ы 2 crack and (roughly) 
twice as disruptive to your sleeping habits. You 
guide a tiny shaman dude around each of the 15- 
plus maps, building various gun towers to blow 
holes in the incoming monster hordes. The two- 
player cooperative play is famous for hooking 
non-gaming significant others. 


Everyday Shooter 

Even this game's creator has a hard time de- 
scribing it. "Is it a musical shooter? Oris it an al- 
bum of games? Ora study of shoot'em up video 
game rules?" Whatever it is, Everyday Shooter 
is the modern face of indie game development. 
Jonathan Mak served as a one-man develop- 
ment team, programming every pixel and every garage-rock guitar note in 
this dual-thumbstick shooter. Weird and wonderful, Everyday Shooter is like 
a coffee enema for your overtaxed gamer's brain. 


Tekken 5: DICIS Resurrection 

Tekken 5: DR is one of the finest 3D fighting 
games ever made, and makes a great tide-me- 
over to this fall's pimped-out Tekken 6. The 
fighting roster is enormous (36 characters!), the 
graphics are displayed in crisp 1080p, and the 
gameplay veers towards the friendlier style of 
Tekken 3. Even two years after its release, Tekken 5: DR is a still an editor fa- 
vorite at the GamePro offices—in fact, this issue of GamePro is late because 
of Tekken, 


GAMEPRO 


By Kevin Gifford 


he only constant in this industry is that it's 

1 always changing. First the games came 

on clunky cartridges, then on shiny plas- 

tic discs, and now they're streaming through your 

internet connection. Sony and Microsoft, known 

mainly for the Walkman and Word in 1989, have 

both become billion-dollar video game kingpins. 

It is no longer considered cool to play Mike Ty- 
son's Punch-Out!! with a Power Glove. 

Twenty years after it launched, GamePro is 
one of the few constants the industry can rely on. 
Hardly a moment in gaming, from the rise of Ma- 
rio and Master Chiefto Trip Hawkins trying to con- 
vince us that buying a $699 3DO system was a 
good idea, has gone unreported within its pages. 
But the magazine itself has also undergone mas- 
sive changes over its two decades, going from a 
garage operation run by a game executive and 
his sister-and-law to one of the most prestigious 
publications in the entire industry. And as the 
magazine business finds itself slowly, inexorably 
dragged online, new evolutions are happening 
more quickly than ever before. 

How about we take a moment to reflect on the 
past 248 issues before plunging forward again? 


Things | 
GamePro Is 
Dider Than: 


* Viagra 


* Miley Cyrus 

| *TheGame Boy 

* Seinfeld 

* The nation of Slovenia 

* “I've fallen...and | can't get up!” 
* Pearl Jam 


more 
than three films 


* Slap bracelets 


| 
| * The idea that Star Wars needed 
| 


| 
* The Internet | 
(invented by Al Gore in 1999) | 
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Through 20 years and thousands of games, GamePro has 
always been there for you. Join us on a teary-eyed journey 
through the history of America's final word on games. 


1989 


Patrick Ferrell, an executive at Nintendo third- 
party publisher Tengen (you know, the one that 
made NES games with black cartridges), leaves 
his job to publish the first issue of GamePro out of 
his garage in Redwood City, CA. His sister-in-law 
LeeAnne McDermott serves as the first editor-in- 
chief. The premiere issue was mainly distributed 
through Toys 'R' Us stores; Ferrell sold the mag 
to IDG Communications a few months later for 
its big bimonthly newsstand launch. PC World 
writer Wes Nihei was the first staffer they hired; 
he wound up sticking around for the next decade 
and a half. "Looking back, we can be generous 
and say that first issue was raw," he says. "A slab 
of maguro tuna before it's sliced into sashimi." 


Іп 1989, art director 
Francis Mao's Adven- 
tures of GamePro super- 
hero comic debuts in 
issue two. It was even- 
tually spun off into its 
own three-issue comic 
book miniseries. 


1990 


It's a tumultuous time for video games—the 8-bit 
NES is still king (this was back when gamers cared 
about things like “bits”), but NEC’s TurboGrafx-16 
and the white-hot Sega Genesis are threatening 
to break the market open completely. GamePro, 
already selling over 100,000 copies a month, re- 
sponds by ballooning in size, covering everything 
from the Atari 7800 to the latest in arcade ma- 
chines, and generally kicking ass. 


Graphics Sound Gameplay FunFactx Challenge 


It's 1990, and in one of those fateful moments 
that can define a magazine for the rest of its exis- 
tence, GamePro introduces a happy-face-oriented 
rating scale for its reviews. In fact, the "smiley 
scale" remains so iconic that ill-informed forum 
trolls often think GamePro still uses it. PROTIP: we 
dropped smiley scores over five years ago! 


191 

The SNES finally gets 
released in America in 
September, but the hot- 
test Japanese games 
just aren't getting translated into English fast 
enough! Responding to reader demand, GamePro 
launches new mags devoted to 16-bit consoles 
and the suddenly very crowded handheld mar- 
ket. Console gaming was all about Japan at this 
point, and the GP of this era are filled with cover- 
age of games months out of U.S. release and ads 
for 1-900 game-news hotlines and Japanese im- 
porters, some of which had their advertising re- 
voked after ripping off readers. 


GamePro, the TV show, debuts in syndication. 
J.D. Roth reading out 20-character-long pass- 
words to you? There was no more exciting experi- 
ence on the tube, believe us. 


1992 


Street Fighter ІІ, Street Fighter ІІ, and more Street 
Fighter II—thatsums up 1992 in GP-land. Capcom's 
arcade sensation dominates the letters and strat- 
egy-guide sections of every issue, with hopeful 
readers crying for info on the million-selling SNES 
port and the GamePros responding with codes to 
unlock boss characters and other extras. That, and 
Sega's Sonic the Hedgehog, were the two console 

2 wunderkinds in what was oth- 
erwise a disappointing year, 
with the Sega CD add-on prov- 
ing to be a useless space-age 
gadget (yeah, we gave Sewer 
Shark a perfect score, we're 
sorry) and our constant ru- 
mormongering over Sony and 
Nintendo's SNES CD-ROM at- 
tachment amounting to jack 
squat..even though it very 
nearly happened. 
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1993 


Everyone and their mother is getting into the 
game industry, from 3DO and SNK to Commo- 
dore, whose CD32 console barely hits the mar- 
ketplace before the company goes bankrupt. 
GamePro, ballooning to over 250 pages per issue 
to cover them all, becomes thicker than most ru- 
ral phone books. ЗЕ! strategy guides give way to 
Mortal Kombat blood codes and endless Ninten- 
do-versus-Sega flame wars in the letters section 
this year—ahh, a simpler time indeed! 

The very first edition of LamePro debuts in the 
April '93 issue, featuring such megahit parodies 
as Where in Time Is Elvis Presley? and Fungus Mc- 
Gee's All-Star Bench Football. It got a lot funnier in 
future installments. 


Gum 
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1994 


Both GamePro (the biggest mag in the biz, with 
over half-a-million copies sold per month) and the 
game industry hits critical mass this year, with 
over a dozen active platforms to cover and the De- 
cember issue reaching almost 300 pages. Mortal 
Kombat Il dominates the minds of gamers even 
as the U.S. Senate has a cow about Night Trap 
and people’s spines getting ripped out. Not into 
violent FMV games? Then GamePro was loaded 
with Saturn and "PS-X" information for you, as 
well as accusations that Nintendo's "Project Re- 
ality" (soon to become the Ultra 64) was nothing 
but vaporware. 


19925 — Т 

The first real "transition" year іп the modern 
game industry, and it shows in the magazine, with 
news of the Saturn's surprise early launch backfir- 
ing and the PlayStation subsequently dominating 
the holiday season looms larger than any gam- 
ing software released. (There was also the Virtual 
Boy, but nobody was really paying attention.) The 
GamePros took advantage of the lull to spruce up 
the magazine a bit—the eye-poppingly ‘80s look 
of older issues gives way to something a little 
cleaner and easier to read. 

In 1995, the ESRB first 
put ratings on video games, | 
but it wasn't enough to keep 
GamePro out of hot water later. 
"GamePro got singled out in. 
a report from one of the first 
Congressional hearings about 
violence in video games," Wes 
Nihei recalls. “I think we an- 
swered a reader letter by say- 
ing if your parents won't let you 
play Resident Evil, then maybe | 
you could find a friend who has the game and play 
with him. Oooohhh, they didn't like that." 

Also in 1995: the first Elec- 

tronic Entertainment Expo (E?) is 

Æ held in Los Angeles. You can thank 

GamePro for it, sorta —E? was first 

launched by Infotainment World, 

Inc., the IDG subsidiary that was 
publishing GP at the time. 
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Did you ever write a review that you'd like to 
take back? 


| gave The Sims Online [PC] 4.5 out of 5. | 
hereby apologize. As soon as the review 
shipped, the bloom fell off the rose, and | re- 
alized | had rated this really pointless thing 
based on its potential, not its actual content. 
—Dan Amrich ("Dan Elektro") 


| gave Devil May Cry 2 [PS2] a 4.0 out of 5. | was 
too generous on that one, especially when it's 
compared to the next two games in the series. 
I still stand by my other scores, though, espe- 
cially the 4.0 | gave Resident Evil Code: Veron- 
ica for the Dreamcast. | got all kinds of hate 
mail and threats for that one.—Mike Weigand 
("Major Mike") 


ІЛІ bite. | awarded The Outfit [Xbox 360] a 
much-too-high score of 4.5 out of 5. Why? 
Well, the gameplay was mildly innovative be- 
cause it fused RTS and third-person shooting, 
but | fell too much in love with its “fearless” 
concepts and ended up overlooking its many 
flaws. Quality gameplay beats knee-jerk inno- 
vation any day. Lesson learned!—Sid Shuman 
("Vicious Sid") 
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1996 


The Saturn and PlayStation easily dominate the 
year's news as the 3DO and Atari's Jaguar fall 
by the wayside—but all GamePro talks about in 
the front-page section is the newly-rechristened 
Nintendo 64. When'sitcoming out? How much will 
itcost? How many times is Nintendo 

going to delay the damn thing? It 

was a mixed blessing when the 
N64 finally hit stores—Super 

Mario 64 was great, yeah, but 

after that, the system faced a 

software drought that should 

be well familiar to Nintendo 

console fans by now. 


1997 


GamePro is 100 issues old! It was al- 
ready an old hand in the industry by 
1997, even though the things that hit 
it big this year—Tamagotchi, the now- 
$149 Nintendo 64, NFL Blitz—all 
seem like distant memories nowa- 
days. There were some big high- 
lights to the year, though: Final 

Fantasy VII redefines what we 

all expect from RPGs, and Tomb 
Raider's console ports create 
the greatest demand for a nude 
code since that sword chick 

from Golden Axe came along. 


1998 


Pokémon! Metal Gear Solid! Zelda: Ocarina of 
Time! These three titles, along with Half-Life on 
the PC, arguably did more to define modern video 
games than any other—and they all came out in 
the fall of 1998, making the GamePro staff elated 
but their families waiting for them to turn the TV 
off a tad despondent. 


ЖЕРГЕ... 
ee ЖЕР [4 


In 1998, a little game called Grand Theft Auto 
hits the PlayStation. We give it an eensy-weensy 
review and a 2.0 Fun Factor, saying it "should 
serve 15 to 20 for wanton mishandling of gam- 
ing potential." Guess Rockstar took our criticism 
to heart, huh? 
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1999 


Sega's Dreamcast comes out nationwide on Sep- 
tember 9, 1999, but in many ways it was doomed 
before it ever leapt from the starting gate. Sony's 
PlayStation 2 and Nintendo's "Dolphin" (latter 
dubbed the GameCube) were earning massive 
buzz and were already laid out in our news pages 
by the time Sonic Adventure hit readers' living 
rooms, and Microsoft's "X-Box" was already 
making the rumor rounds by Christmas. And we 
haven't even discussed the Game Boy Advance 
yet... 


2000 


It was the best of times (for Sony, whose PS2 
launched in time for the holidays), it was the worst 
of times (for SNK's American division, which 
folded after their Neo Geo Pocket Color handheld 
faltered). Through it all, the Game Boy proved 
that it was definitely here to stay, as proven by 
Nintendo breaking 100 million in hardware sales 
this year. 


PlayStation © 


No terror attack could stop a pitched console battle 
from bursting open late this fall -the GameCube 
and Xbox launched within days of each other, and 
both were near-impossible to find for weeks af- 
terward. Jokes about the Xbox's enormous size 
and the kiddie-ness of Luigi's Mansion flitted back 
and forth across the Internet, but as Final Fantasy 
X, Metal Gear Solid 2 and Grand Theft Auto Ш 
proved, this generation (while a tad sequel-heavy) 
would be the one that made video games main- 
stream once and for all. 


In 2001, Sega hits the low point of its decades- 
long history, shuttering the Dreamcast and be- 
coming a dedicated software maker on the PS2, 
Xbox, and GameCube. GamePro openly specu- 
lates on the chances of the Xbox being Dream- 
cast-compatible, as it lavishes praise on Phantasy 
Star Online and Skies of Arcadia. 


As GamePro moved offices from 
San Francisco to lovely Oak- 
land, CA and started wondering 
why game company reps always 
packed heat whenever they paid 
a visit, GameCube owners were 
filled with a solemn sort of inter- 
nal happiness—2002 was the last 
year where their system was truly 
even with the competition. Sure, 
the PS2 had GTA: Vice City and 
the Xbox had Halo 2 coming up, 
but the aggressively square and 
purple console still had Mario, 
Zelda, and Metroid Prime. Now- 
adays, Nintendo fans have a bal- 
ance board and a fairy wand. 1$ 
this progress? 


X GTION aps 
METAL'GEAR SOLID 3: 
(SNAKE/EATER © 


Life is good! With no groundbreaking hardware 


| launches distracting gamers (no, the sidetalkin’ 


N-Gage doesn't count), the big news is all in soft- 
ware and online, from the public launch of Xbox 
Live to PC transplant Star Wars: Knights of the 
Old Republic. Sony steals the show at E? in May 


| byannouncing the PSP, but Nintendo isn't fazed— 


they've got "connectivity" (don't ask us what this 


means, you had to be there). 


150+ 


GAMES! 


Halo 2 and GTA: San Andreas dominate gamers’ 
minds all year, both earning Editor's Choice 
awards upon their holiday release and making the 
Nintendo DS's November launch seem like back- 
page news by comparison. GTA: SA is still the top- 
selling console game of all time in the U.S., and in 
2004, it was only the first snowball in an avalanche 
of flashy console releases. This was a critical year 
for gaming. 


you did f 


|. —Wes Nihei ("Bro Buzz") 


Any N64 game by Nintendo was a pain to write about, because at that time a Nintendo repre- 
sentative would have to hand-deliver a reviewable version of the game, then be present in the 
room the entire time you played it. They were really good guys, of course, and conscientious 
about doing their jobs, but it was a hassle. Any time you took a lunch break or something, the 
room or the game had to be locked up—they had a padlock on top of the N64 and everything. 


GamePro Turns 20! 
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The battle lines for the current console genera- 
tion were laid down this year. The DS hit it big with 
Nintendogs, the PSP searched for a killer title (and 
didn't really get it until GTA: Liberty City Stories), 
the Xbox 360 failed to wow our jaundiced eyes 
at first, the "Revolution's" remote controller con- 
fused readers, and the PlayStation 3's prototype 
“boomerang” controller simply made them laugh. 

In 2005, GamePro's newest redesign fea- 
tures covers based off "themes" instead of indi- 
vidual games—a good idea when it works, not so 
much when it doesn't (like "Hip-Hop Games" bit 
in August). 


2006 


Nintendo’s strange new Wii console is the high- 
light of what was otherwise a bit of a dull tran- 
sition year, one that GamePro spent covering 
everything from Splinter Cell to the Dead or Alive 
Xtreme Beach Volleyball sequel. 


GAR! 


2007 
It was 2004 all over again as killer games like 
GTAIV, Halo 3, and BioShock kept readers up all 
night in anticipation. "Casual gaming" officially 
became a buzzword as the DS and Wii's libraries 
filled up with low-budget junk hoping to become 
the next Cooking Mama. 

In 2007, GamePro starts looking a bit like what 
it does today, starting with the September issue 
and its massive dossier of Halo 3 scoops. 


GAMER; 
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2008, 2009, and 
Beyond 


And so it continues—LittleBigPlanet, Fallout 3, 
Resident Evil 5, Infamous. The little magazine that 
got its start reviewing Atari 7800 games contin- 
ues to be, as it used to call itself, “the last word 
on video games." What's GP going to look like 20 
years from now...or even two, for that matter? Will 
it even be published on paper by that point? That's 
more your call than ours, really. 


More GamePro 
Turns 20 


It's not over yet! GamePro's 20th anniversary 
celebration is so big and rowdy that we've de- | 
veloped an entire website around it: gamepro. | 
com/20yrs. The site is loaded with dozens of | 
articles: video interviews with GamePro edi- 
tors past and present, full episodes of the infa- 
mous GamePro TV show, and our list ofthe 20 | 
best games of the last 20 years. Don't miss it! | 
PLUS: win a trip for 2 to E3 Expo 2009! Se- | 
lect your own list of the 20 best games of the 
last 20 years and you could win a free trip to 
ЕЗ 2009 and serve as а citizen journalist for 
GamePro. Visit GamePro.com for full details! 
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Whenever former creative director Francis 
Mao (who bounced around the comic in- 
dustry throughout the '80s before joining 
GamePro in 1989) drew a cover, the results 
were immediately identifiable. This one's 
probably the best out of his fighting game- 
heavy portfolio. 


F 
Sometimes, all it takes is a 
sign to take an old subject and make it seem 
mesmerizing all over again. Who would've 
guessed in early 2001 that a green space ma- 
rine could be so photogenic? 


ice bit of art de- 


Wii 


WIN! ЕЕ 


The most iconic covers are always the one 
REVEALED! 


that stick out in readers' minds the most. 


That's probably why this simple little work to 
commemorate the Wii's stellar (and largely 
sold out) 2007 is so memorable. Just don't 
ask us what that Nunchuk is attached to... 


Link and this mag have a long, storied his- 
tory. We've had our ups and downs, you 
could say. Nearly every game in the series 
has seen itself on our cover, but our treat- 
ment of Wind Waker is the best we ever did 
it—simple, neat to look at, worth keeping. 


GamePro's first year or so of issues featured 
fancy, colorful airbrushed covers that often 
looked straight out of the fantasy section of 
the bookstore. The results were often a tad 
off-kilter, but this piece (which, admittedly, 
doesn't look like much of anything from 
Phantasy Star Il) is subtly beautiful. 


The 3 Worst 
GamePro Covers... 


zh. 
NFL Blitz 


(September 1938) 

The three golden rules of game magazine 
cover design: 1. Don't put a sports game on 
the cover. 2. Don't put a bad 3D render on the 
cover. 3. If you absolutely must break Rules 
1 and 2, at least make sure the athletes' skin 
isn't shinier than a disco ball. 


4. 


Castlevania: 
Sumphony 
of the Might 


(September 1997) 

We apologize for the cheesy Photoshop 
“glow” filter placed around every single 
piece of character art on this cover. Photo- 
shop was pretty novel and fancy back then. 
Luckily, Castlevania still became a hit despite 
our treatment. Whew. 


3. 
Portal Runner 


(April 2001) 

Putting this notorious dumpster filler on the 
cover was not, in fact, our April Fools’ joke 
for the year. At least we made up for it by giv- 
ing the game a 2.5 later in the year. 


=. 
ҚАҒЫМРҒ Haw is War 


(October 2001) 

There was an era where we'd throw every- ` 
thing but the kitchen sink on the cover every 
month, a habit that took its logical extreme 
with this testosterone (and human growth 
hormone)-laden wrestling issue. Simply 
picking it up at the bookstore was enough to 
make 12-year-olds grow chest hair. 


1. 


Crazy Sweaty 
Psychedelic Guy 


(December 1989) 

The cover says 1989, but the art style’s more 
1969 in this early issue. We know we prom- 
ised to “blow your mind” with our coverage 
of the Genesis and TurboGrafx-16's holiday 
lineup, but we didn't mean it literally. So lay 
off the drugs. 


GAME REVIEWS: 


The Chronicles of Riddick: Assault on Dark Athena (PS3, Xbox 360). Patapon2 (PSP) 


Grand Theft Auto: Chinatown Wars (DS) i Pokémon Platinum (05) 
New Play Control! Mario Power Tennis (Wii Resistance: Retribution (PSP). 
New Play Control! Pikmin (! WWE Legends of WrestleMania (PS3, Xbox 360) 


Ninja Blade (Xbox 360) 


DOWNLOADABLE CONTENT OF THE MONTH 


The editors of GameProArcade take a look at Wallace & Gromit's Grand Adventures Episode 1: 
Fright of the Bumblebees, a charming adventure title coming to the Xbox Live Marketplace. 


am an unabashed fan of the original Wal- 

lace and Gromit shorts. The endearing ani- 
mation style and wry British humor hooked 
me from the very beginning. So imagine my 
delight when ! began playing Fright of the 
Bumblebees and discovered that Telltale 
Games had managed to perfectly capture the 
Aardman vibe in video game form. The game 
is basically a Wallace and Gromit animated 
short with interactive puzzles thrown into the 
mix: it's a wonderful little game that's light 
on action but full of heart and whimsy. 

Originally released as а PC title, Fright 
has ported over well to the Xbox 360. The 
controls are intuitive and the graphics are 
sharp and pleasing to the eye. The puzzles 
can be alittle esoteric and! sometimes found 
myself wandering around with no clue аз to what | should do next but 
the game world is fully realized and stuffed full of little interactive treats 
which helped mitigate any sense of frustration. The game's sense of 
humor is its biggest selling point, however: Wallace and Gromit fans 
will be thrilled to know that the trademark wit that made the original 
animated shorts so lovable is fully on display here. Telltale really 
deserves a lot of credit for crafting a game that stays so true to the 
original spirit of the source material. 

Fright of the Bumblebees may be a little tame for more hardcore 
gamers but anyone who needs a break from guns and guts should look 
into this charming adventure game. It's perfect for younger gamers as 
well.—Tae K. Kim 


CONS: Sometimes tedious puzzles; maybe 
too tame for "hardcore" gamers. 


GAMEPRO's RATING SCALE 


Behind the Stars 


The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 
4.5to 5 Stars 


ж с Жж Highly enjoyable, but falls short of true greatness. 


: The Fight Nights and Tony Hawks of the world. > 
3.510 4 Stars Ke Ke Ke Ж 


№ Yr * Approach with caution—try before you buy. Enter the Matrix 


and the Dynasty Warriors games fall squarely in this category. 


2.5 to 3 Stars 


۳ Ж Ж Ж Should come with a sticker: "Warning, contains poisonous 


amounts of suckage." Remember Backyard Wrestling? Games that score FARAN or 


higher are.awarded our coveted 
Editors' Choice Award. 


1.5 to 2 Stars 


* * * * * An absolute insult to humanity. 


Kill it with fire and holy water. 
Oto 1 Star 


The boss fights in Ninja Blade are truly epic. You'll face off 
against monsters that make Godzilla look like Mini-Me. 


NINJA BLADE 


Don't let this slick action title sneak past y 


Xbox 360 


hen | first saw the trailer for Ninja 
Blade, | was immediately intrigued. 
The smooth, stylish cinematics 


and epic creatures alone were enough to 
make me squeal like a school girl. To my de- 
light, the game was everything | was expect- 
ing.and then some. With each level, | became 
more and more hooked on this epic, action 
filled slice of ninja pie. 


NINJA MEDLEY 

The year is 2015 and an infection is sweeping 
through the streets of Tokyo. Carried by insidious 
creatures known as Alpha Worms, the infestation is 
threatening to overtake the city's inhabitants, trans- 
forming everything from helicopters to humans into 
grotesque abominations. Members of the elite ninja 
taskforce G.U.I.D.E. (it stands for Global United In- 
festation Detection Elimination) are sent in to deal 


The Stonerender is a heavy blade that deals crushing blows 
to your enemies. Use it to break through armor and walls. 


GAMEPRO 


Xe Xx 
EDITORS: 


with the mess. You step into the silent but deadly 
shoes of operative Ken Ogawa, a badass G.U.I.D.E. 
assassin with powers galore as he hacks and slashes 
his way through the monsters running wild in the 
streets. Along the way, you'll battle some ridiculous 
bosses, acquire some insane powers and get served 
a delicious stew of betrayal and intrigue. 

Gameplay-wise, Ninja Blade combines the 
best elements of every action game you've ever 
loved into one homogenous blend of delicious- 
ness. The parasitic infestation storyline was ob- 
viously "inspired" by Resident Evil, the fighting 
system pays "homage" to Devil May Cry, and 
the sheer size of the bosses evokes thoughts of 
Shadow of the Colossus. The interactive cut- 
scenes with their quick-time events also bring to 
mind God of War. Yes, it's not exactly original but 
ratherthan slap together a piss-poor imitation, the 
developers took these already established con- 
cepts and did them justice. 


KNow THY ENEMY 

The action in Ninja Blade literally bursts at you 
from all angles, brought to you by a horde of 
memorable enemy types. Most of them have in- 
sect-like features and shamble along like dishev- 
eled, sloppy zombies. The low-level zombies are 
split into three types and range from heavily ar- 
mored tanks to mutated beasts that spit out explo- 
sives from their arm. However, it's the boss battles 
that really put this game on the map. There is a 


wide selection of bosses and they're all the size 
of small skyscrapers; these immense beasts are 
ridiculously fun to battle even though they can be 
quite frustrating at times. There are organically 
shaped bosses like a Hydra, Stalker Larva, and ex- 
plosive Blast Mites but the devious Alpha Worms 
aren't above taking over mechanical objects like 
trains and choppers. 

To deal with all the assorted creeps, you're 
given a slick variety of weapons to use. Now, in 
most games, you find the one weapon that kicks 
the most ass and you stick with it. Іп God of War, 
for instance, | mostly used the chain whips even 
though there were other weapons lying around. 
Well, Ninja Blade forces you to use every single 
item in your arsenal—that's a good thing, trust 
me. You have three blades: the Stonerender, 
Oni-Slayer, and the Twin Blades. The Stonere- 
nder, a personal favorite, is a heavy blade that 
breaks walls and heavy armor. The Twin Blades 
which double as grappling wires are good for 
taking care of pesky flyers such as bats and 
bees. The third blade is the Oni-Slayer which is 
a happy medium and the key to nearing the end 
ofthe infestation. 


THROW IN THE TowEL 

You also have access to a shuriken for long-dis- 
tance pwnage but it isn't a run-of-the-mill ninja 
star. You can imbue it with wind, fire, and electric- 
ity powers to spice things up. When wind mode is 
activated, you can putoutfires and throw enemies 
around to clear space for yourself. It also breaks 
walls so that you can use the Twin Blades wires to 
bridge large gaps. The fire mode is pretty straight- 
forward—you toss it at enemies to light them up 
with flames. The electricity mode is definitely my 
favorite because you can electrocute enemies and 
slap them around as they fry. 

All of your weapons are upgradeable as well. 
You can unlock new abilities and increase the 
amount of damage you dish out by using blood 
crystals that you collect during your battles. The 
upgrades even extend to the overall look and 
theme of the game menus—they get progressively 
more badass as you power-up. You can also play 
dress-up with your character by unlocking new 
outfits and emblems to deck out your ninja gear. 


THIS AIN'T A SCENE 
And then there are the Todome powers, which 
are basically outrageous, over-the-top finish- 
ing moves. These moves are triggered when you 
beat an enemy down to a certain point; a prompt 
will appear over their head and if you activate the 
Todome correctly, you'll be treated to a mini-fin- 
ishing move that is as satisfying as it is over the 
top. Best of all, every sword has its own Todome 
moves and it’s a lot of fun to try them all out. 
Todome events also occur during the interac- 
tive cut-scenes; here, you'll have to complete a 
series of timed button presses in order to initiate 
the move. My favorite involved flying through the 
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Alpha Worms take over things like tanks and helicopters and turn them against you, so watch out! 


In Ninja Blade, Todome events require quick and precise button presses but don't worry if you 
screw it up: the game just sets you back a step and you can try it over again. 


sky т a motorcycle— conveniently vomited out 
by a boss creature—and navigating it through a 
maze of airborne cars and debris. No two Todome 
events are the same and they're ridiculously satis- 
fying; it’s obvious that the developers really put a 
lot of thought and imagination into them. 


A PACKAGE DEAL 

But as great as the action is, it's the subtle touches 
that push the game over the top. The exquisite 
sound effects are satisfying and really bring depth 
to the action. You'll definitely want to up the vol- 
ume so you can hear things like glass shattering 
under your feet or your sword ringing off stone 
walls. The way enemies burst into sparks upon 


death never loses its luster either. Even the abil- 
ity to deflect enemy shots right back in their ugly 
faces looks and feels amazing. 

Ninja Blade is a game full of awesome mo- 
ments. It's not incredibly deep and it won't re- 
define the genre but it's a kick-ass title that will 
please action junkies looking for an adrenaline 
kick. It does a great job of making you feel like 
the star of a blockbuster action flick. It's easily 
one of the best action games l've ever played 
on the Xbox 360. Now, go play it or l'Il hunt you 
down and Todome your ass back to fifth grade. 
—Heather Bartron 


PROS: The action; the weapons; the boss bat- 
tles— Ninja Blade's got it all! 


CONS: The game stops to load content at 
weird times. 


ба 
а. 
In Patapon 2, keep the beating going long en: 

FEVER! mode, causing them to fight better. 


PATAPON 2 


You'll get a FEVER! for this awesome sequel. 


Т“ first Patapon was an infectiously addic- 


tive title that was the perfect combination of 
rhythm and strategy all wrapped up into one 
sweet package. Now, the sequel is here and it has me 
chanting with joy all over again. With more content 
and gameplay, it's a must-have title for PSP owners. 


A FEVER YOU CAN'T SWEAT 
The first Patapon concluded with the loveable Pons 
sailing away into the distance, victorious and free. 
The sequel finds the Pons shipwrecked on a strange 
new land after a heated battle with a sea creature; 
unfortunately for our plucky little heroes, this land is 
also inhabited by the masked beings known as the 
Karmen. You take on the role of the Pon leader who 
must deal with the antagonistic villains while figuring 
out a way to resume the journey towards Earthend. 
If you loved the original then get ready be- 
cause Patapon 2 offers a whopping 80 missions 
as well as an array of mini-games. The main mode 
retains the feel of the original, with you marching 
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h and your Pons will enter 


your Pons across the playing field using various 
drum beats. Each action, whether it's advanc- 
ing your troops or attacking an enemy, has a dif- 
ferent pattern that you have to beat out on your 
drums. The mini-games, which are incredibly fun 
and cute, are a welcome diversion but they also 
reward you with supplies and upgrades that will 
help you progress through main levels. 


EVOLUTION REVOLUTION 
Patapon 2 also features the new Evolution Map 
which allows you to take an average Pon and up- 
grade him to be even more effective on the battle- 
field. You can evolve your Pons to be resistant to 
cold weather or grow them into extra large brutes. 
Special “memories” are also available to unlock ad- 
vanced Pons such as the horse riding Kibapon and 
the freakishly large armed Robopons. The advanced 
Patapons get their own slot in the Legendary Mem- 
ory menu and can be upgraded from there. Your 
Hero Pon can also be evolved into any type of Pata- 
pon including unlocked advanced Pons by switch- 
ing out masks via the battle preparation menu. 
There are also three multiplayer modes in- 
cluded as well. The first mode tasks you with es- 
corting an egg to safety in a race against the clock 
and your fellow competitors. The second mode is 
similar except instead of escorting eggs you must 
seek them out. Lastly, we have the third mode 
which focuses solely on a rhythm production in 
order to woo the magical egg into opening. 


Do as | tell you, 
or РИ call out 
Zugagang! 


PATA-PATA-PATA-PON! 

There’s no doubt that Patapon 2 is as graphically 
stylish and addictive as the first game. It retains the 
core gameplay that you know and love while add- 
ing a ton of new features and concepts. Get it and 
you'll soon find yourself humming the various Pon 
songs as you go about your daily business. Just 
know you're not the only one.—Heather Bartron 


% 5 


рыз 


ROS: 


| Amazing visu 
great Patapon gameplay. 


CONS: Somewhat limited multiplayer modes; 
the game definitely needs more songs! 


The developers went a little gun crazy for Dark Athena: not only are the 
enemies packing heat but you have to pull the trigger way too often yourself. 


THE CHRONICLES OF RIDDICK: 


GAMEPRO 


ж. 
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ASSAULT ON DARK ATHENA Ж 


Flourescent lights on a space ship? Really? 


EES 


Athena. My first review was too critical of 

the game because, when compared to Es- 
cape from Butcher Bay, which is also included on 
the disc, it looks a little weak. But | started over 
again when | realized that Dark Athena isn't a 
stand alone title so much as it is a complement 
to Butcher Bay; that's when it dawned on me that 
I should be treating the two titles as a total pack- 
age. In that light, Dark Athena starts to shine a 
hell of a lot brighter. 


T his is my second attempt to review Dark 


DiESEL POWERED 

By itself, Dark Athena is a passable effort, more 
expansion pack than actual sequel. It recycles 
most of Butcher Bay's content, including the con- 
trols and gameplay mechanics; all it really does is 
give you a new storyline and some more environ- 
ments to play through. It's really Butcher Bay 1.5 
butit's not as compelling as the original; it'S miss- 
ing that certain "it" that made Riddick's escape 
from the desolate 'slam so memorable. But start 
playing it right after the ending credits to Butcher 
Bay start to roll and it starts to make sense: it's like 
ending a delicious dinner with a nice bowl of ice 
cream —it's the perfect bite of dessert to cap off a 
great meal. 

This is why the inclusion of Butcher Bay is 
the game's saving grace. By itself, Dark Athena 
wouldn't have fared nearly as well. Not only does 
the original Riddick game add a sense of value, it 
puts the sequel in its proper context. As such, it 


became easier for me to forgive the game's many 
faults. The enemy A.l., for example, is weak—if 
you snipe an enemy from afar, his partner won't 
even flinch, despite the fact that he's standing a 
footaway. The developmentteam also forgot what 
made Riddick so memorable and leans too heavily 
on guns and action. 


WHo’s AFRAID OF THE DARK? 

One of the things that made Butcher Bay so awe- 
some was the sense that you were this predator 
lurking in the shadows; Riddick was vastly out- 
gunned and outmanned, so his only shot at escape 
was to prowl the darkness and take out his enemies 
one by one. The first third of Dark Athena follows 
this formula to great success—you skulk about the 
darkened hallways of the titular merc ship, taking 
out enemies with a combination of stealth and le- 
thal neck snaps. Then you get your hands on the 
tranqualizer gun, a one-shot pistol with unlimited 
ammo that not only immobilize enemies but proves 
effective at destroying the fluorescent lights that il- 
luminate large portions of the ship—what are light 
bulbs doing on a futuristic space vessel anyway?— 
and suddenly the rules go out the window. 

So rather than take advantage of naturally oc- 
curring shadows and cover, you spend most of 
your time shooting out lights and creating artificial 
darkness. This makes you feel less like a badass 
hunter stalking his prey and more like Sam Fisher... 
in SPAAAAACE! The later levels also rely too 
heavily on gunplay, again taking Riddick out of his 


destined role as the silent and deadly lone wolf. It 
was a really bad decision on the developer's part 
and it deeply cuts into the sense of immersion, 
something Starbreeze does a great job of creating. 
The great voice acting, the "dirty" visuals and the 
oppressive atmosphere makes the world believable 
and compelling; it's just too bad that the gameplay 
doesn't quite mesh up with the overall vision. 


WITH THE LIGHTS OUT... 

But when you step back and consider the entire 
package, you start to appreciate Dark Athena for 
what it truly is. Don't think of it as a full-blown se- 
quel because, as Bill the Butcher Cutting said in 
Gangs of New York, "that way lies damnation." In- 
stead, look at Dark Athena as a flawed yet enjoy- 
able way to extend the thrill ride that is Escape 
from Butcher Bay. And that's not a bad thing at all. 
—Tae K. Kim 


: You get Escape from Butcher Bay on the 
disc; Dark Athena has its moments as well. 


CONS: Weak A.l.; some questionable design 
choices rob the game of its visceral impact. 


POKÉMON PLATINUM 


If you like Pokémon, get ready for an improvement on near-perfection. 


GAMEPRO 
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much as itis a director's cut of Diamond and 

Pearl. Luckily, there's enough new content 
that | can say Platinum's definitely worth a look, 
even if you've already filled out a Pokédex in every 
game up until this one. 


p okémon Platinum isn't really a sequel as 


RE-MASTERED 

Like all the Pokémon games before it, you start 
Platinum as a budding young trainer who sets 
out to travel the world with a Pokémon partner. 
While your main task is to see all the Pokémon in 
the game and collect tons of powerful monsters; 
you also must contend with a gang of Pokémon 
thieves while battling your way into the Sinnoh 
Pokémon League to become the undisputed 
champion of the world. 

For a pseudo-sequel, Platinum boasts an im- 
pressive amount of improvements and additions, 
more than most Pokémon fans may be expecting. 
Everything in Platinum has been altered, from the 


environments and music to the animations of bat- 
tle sprites, and it should be apparent even to the 
average player that the world looks and feels dif- 
ferent. One of the major changes l've enjoyed in 
Platinum is that Gym Leaders and Gym Trainers 
only have Pokémon of their assigned type, while 
Pokémon trainers' lineups around the Sinnoh re- 
gion have been switched around, ensuring that 
you won't experience too much déjà vu as you 
battle your way to glory. 


PLATINUM CLUB 

l also didn't expect so many towns and dungeons 
to get a complete graphical and structural face- 
lift. The development team obviously spent a lot 
of time refining the levels in the game—some lev- 
els received complete revamps! With new char- 
acters and an altered storyline involving the 
shadowy Distortion World and mascot-Pokémon 
Giratina on top of everything else, Platinum kept 
changing things up enough to keep me was play- 
ing nonstop for days. Even small things like the lo- 
cations of items and Pokémon had been changed 
from Diamond and Pearl, which was a nice sur- 
prise indeed. 

Of course, there are also some additions of 
the Wi-Fi variety, including new mini-games and 
an improved Global Trading System, along with 
the built-in ability to battle your friends online 
with Nintendo's Wi-Fi network. These additions 
are mostly just extra bells and whistles, and most 
players will skip right over things like the Wi-Fi 
Plaza in favor of playing the actual game, but they 
were much appreciated regardless. And the DS- 
specific controls are integrated seamlessly, which 
is another added bonus. 


MORE OF THE SAME? 

Thanks to its many improvements and additions, 
Platinum definitely feels heftier than titles like Yel- 
low, Crystal, and Emerald, which is why І heart- 
ily recommend you pick it up even if you already 
own Diamond and Pearl. If you're a Pokémon 
fan, you're probably already enjoying the game. 
If you've been holding out on the hype and al- 
ready own a DS, pick up this game and get ready 
to get addicted to the world of Pokémon again. 
— McKinley Noble 


PROS: Innovative battle system; improved ros- 
ter of Pokémon; improvements to the formula. 


CONS: Single-player campaign is a bit long; 
for fans of Pokémon Diamond and Pearl only. 


James Grayson's on a mission for Chimera blood; good thing the developers 


give you plenty of alien targets to shoot at. 


RESISTANCE: RETRIBUTION 


A must have for fans of the first two titles 


tance 2's release, Retribution is now at hand: 

a portable third-person experience of alter- 
nate history 1951, this slick shooter attempts to 
bridge the gap between the first two titles with 
terrific results. 


ТЕ shy of the year anniversary of Resis- 


THE HiGH ROAD TO REVENGE 

Nothing else matters to newly appointed 
Maquis mercenary James Grayson other than 
killing Chimera and with good reason. A series 
of unfortunate events has not only resulted in 
his brother winding up at a Chimeran conver- 
sion facility but also sees him in jail on false 
charges—it's enough to make any man go mad. 
Now, Grayson's only concern is to add to the 
twenty-seven razed conversion facilities he has 
already blown up and continue adding dead Chi- 
mera to his body count. 


| | 


CEE 


Thankfully, the developers chose to throw 
waves of the monsterous enemies at him; 
they're mostly recycled from previous Resis- 
tance installments but it's still fun to blow them 
away. Unfortunately, the most annoying Chi- 
mera type, the Boilers, are back in all their thick- 
skinned glory. They're a real pain in the ass and 
their heads explode when they die, dealing out 
a good amount of damage if you happen to be 
too close. 


SHOOT, RELOAD, REPEAT 
One thing | didn't initially like about Retribu- 
tion is that it holds your hand a little too tightly 
throughout the entire experience. Aim assist is 
back to make sure your munitions hit their in- 
tended targets and although your health bar 
doesn't auto-regenerate, there are health packs 
aplenty. Some aspects work quite well, how- 
ever, such as the cover mechanic; it's handled 
automatically but it makes shoot-outs with en- 
emies a joy. In the end, the game finds a happy 
medium between keeping things simple and of- 
fering up a challenge, which is good news for 
both experienced and casual gamers alike. 
There are also other thoughtful features like 
intelligently placed checkpoints and level de- 
signs. A lot of the weapons are recycled from 
Fall of Man and Resistance 2 but the inclusion 
of the L206 LAARK makes up for the lack of new 


arms. The best feature of the LAARK is the abil- 
ity to designate a new target while the rocket is 
in the air, which is as cool as it sounds. 


RESISTANCE IS FUTILE 

Of course, | did have some complaints about 
the game. The environments began to blend to- 
gether towards the end and there was little to 
differentiate one mission from the next. Almost 
every mission used the following formula: you 
start with a team, get separated from them at 
some point by falling into a large hole, and sin- 
glehandedly take down a Chimeran facility. Still, 
the gameplay and story was compelling enough 
to keep me playing. Retribution isn't for every- 
one but it's a must-own title for fans of the first 
two Resistance titles.—Heather Bartron 


FUN FACTOR 


Kkkkk 


PROS: Amusing dialogue; clean, crisp graphics; 
intuitive controls; the LAARK is back! 


CONS: Repetitive gameplay; recycled en- 
emies, weapons, and environments. 


WWE LEGENDS ОЕ WRESTLEMANIA 


Full of action and fun, Legends is a great history lesson for wrestling buff: 


СЕЕ 


WE Legends of WrestleMania is made 
W: fans who have fond memories of 

watching wrestlers like Ultimate War- 
rior and Hulk Hogan go at itin the squared circle. 
Legends harkens back to a period in time when 
the "sport" was less about grappling mechan- 
ics and more about heavy punches and power 
moves. Thanks to a great deal of dedication 
from developer Yuke's and the WWE, Legends 
of WrestleMania looks and plays like a dream 
match, despite some questionable controls and 
clunky physics. 


HISTORY REPEATED 

From the moment you first see WWE: LoW in 
action, you'll be amazed that the game looks 
as good as it does. Whether you're playing on 
PS3 or the Xbox 360, the overly muscled phy- 
siques of Yokozuna and Andre the Giant may 
not be very realistic, but they're definitely im- 


posing and powerful. I'd even say the visuals 
compare favorably to the Smackdown Vs. Raw 
series. Entrance themes and theme music play 
out just like the real-life matches they imitate; | 
had a nostalgic tear in my eye as | saw a young, 
lanky Undertaker take to the squared circle with 
his trademark music. 

Much of the incentive to play WWE: LoW 
comes from unlocking events and footage in the 
WrestleMania Tour mode, where you can replay 
famous match-ups from past WrestleManias, 
like Hogan vs. The Ultimate Warrior or Stone 
Cold Steve Austin vs. The Rock. Even better, the 
game also gives you the option to "Relive", "Re- 
write", and "Redefine" matches, all of which let 
you alter the very course of WrestleMania his- 
tory with insanely awesome results. 


No RING Rust HERE 

While Legends looks and sounds almost perfect, 
the dividing factor for wrestling fanatics may be 
the grappling engine, which has been retooled 
to focus more on Quick Time Event button cues 
and button mashing. Even though the action 
feels faster than Smackdown vs. Raw, the com- 
bat in Legends isn't perfect. Instead of complex 
analog stick rotation linked to dozens of specific 
moves, simply hitting the face buttons will re- 
sult in damaging combos. | actually like the fact 
that the more you build up your Finishing Me- 
ter, the more showy and powerful your attacks 


get; | just wish that it were easier to connect on 
most of them. The hit detection is spotty at best 
but strangely enough, it doesn’t affect the com- 
puter A.l. at all. 

Still, the arcade style action is a blast when 
you've unlocked the deep roster of characters. 
Old school favorites like The Big Bossman, Rick 
Rude and the Undertaker are present and ac- 
counted for, and each wrassler has a full com- 
plement of costumes and intro movies. There 
are a large number of match types as well, 
which lets you mix things up nicely. You even 
have the ability to import wrestlers from Smack- 
down vs. Raw 2009, which is a welcome feature 
for sure. There’s just no two ways about it: Leg- 
ends of WrestleMania is a great trip down mem- 
ory lane and a fantastic wrestling game to boot. 
— McKinley Noble 


PROS: Nostalgic WWF footage; unlockables; 
good graphics. 

CONS: Stiff play engine; hit-or-miss collusion 
detection; uneven difficulty. 


GRAND THEFT AUTO: 


CHINATOWN WARS 


Rockstar's award winning franchise comes to the DS with mindblowing results! 


EDITORS: 
CHOICE 


m Developer: Rockstar Leeds = Publisher: Rockstar Games 


when | was first handed Chinatown Wars. While 

| greatly enjoyed the PSP's on-the-go СТА it- 
erations in Liberty City and Vice City Stories, | 
wasn't sure how the series would transition to the 
less powerful DS hardware. But after playing the 
game, | was won over by the top-down view and 
cartoonish visuals. Chinatown Wars definitely har- 
kens back to the series' roots while also taking full 
advantage ofthe many innovations Rockstar estab- 
lished over the franchise's existence. It's a fantastic 
addition to Rockstar's already burgeoning legacy 
and a great game to boot. 


|: admit wholeheartedly | was a bit doubtful 


FAMILY TIES 

Chinatown Wars centers on Huang Lee, a wise- 
cracking rich kid who comes to Liberty City upon 
news of his father’s death. Huang is tasked with 
delivering a sacred family heirloom—the Yu Jian 
sword—to his crime lord uncle in order to swing 
his family back into favor with Liberty City’s Tri- 
ads. Of course, as soon as you can say “opening 
credits” Huang reaches the mainland only to be 
greeted with a bullet to the head courtesy of a 
gang of rival mobsters. The Yu Jian is ripped from 
his half-dead grasp body and getting it back be- 
comes your overriding mission throughout the 
rest of the game. 

Of course, before you can do that, you have 
to earn respect in the metropolitan cesspool that 
is Liberty City. From drug distribution and insur- 
ance racketeering to old fashioned car-jacking and 
street races, everything you know and love about 


the Grand Theft Auto series is here with some fan- 
tastic new concepts and DS-specific alterations. 


SOMETHING OLD, SOMETHING NEW 
Chinatown Wars makes excellent use of the DS’ 
features, from allowing players to whistle into the 
handheld’s microphone in order to catch a cab to 
an incredibly wide array of touch screen-based 
mini-games and activities. The DS’ top screen is 
used to show the overhead playing field—all de- 
tailed in cel-shaded 3D—while the touch screen 
offers a map, stats, weapon selections, e-mail ac- 
cess, and mission briefing. 

While the idea of touch-screen mini-games in 
a GTA title didn’t thrill me, I’m more than happy 
to report they are well thought-out additions to 
the title. From carefully hot-wiring parked cars 
to disarming bombs with a swipe of your stylus, 
the touch-screen integration is rather seamless. 
Outside of the “mini-games,” players can use the 
touch-screen to program GPS routes to your next 
destination, select weapons, and (my personal fa- 
vorite) carefully aim and throw Molotov cocktails 
or grenades. This may sound a bit dull on paper, 
but when you're hanging from the side of a heli- 
copter, there’s nothing cooler than being able to 
precisely direct explosives onto the rival gangs 
below you. 


HIT THE STREETS 

There's a lot more meat on this bone but I'll leave 
you to experince it for yourself. Admittedly, Chi- 
natown Wars does suffer from a slightly clunky 


interface and a relatively silly script, but | whole 
heartedly recommend it. This is Grand Theft Auto 
the way you love it: all of the innovation, charm, 
and thrills from its past installations neatly tied 
together in a creative package worthy of any DS 
owner.—Will Herring 


jy and humor; 
huge city to explo: 
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solid control 
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Subpar script; changing between the 


on the fly can be disorienting 


ith (mostly) streamlined controls helping 
W immerse you in a unique and wonderful 

adventure, New Play Control! Pikmin is 
definitely worth playing for folks who missed out 
on the amazing GameCube original. Those who al- 
ready experienced Olimar's original journey, how- 
ever, won't find much new to entice them. 


INTERGALACTIC PLANETAR-Wii 

A signature Miyamoto brainchild, Pikmin tells the 
story of an intergalactic explorer named Olimar 
whose ship crash lands on a mysterious planet 
inhabited by strange beings called Pikmins. With 
their aid, Olimar must rebuild his ship before his 
30-day supply of air runs out. 

Having just limited interaction with the 
GameCube Genus Pikmin, | initially found Pik- 
min’s new Wii-centric controls to be a bit awk- 
ward. While herding the Pikmin and summoning 
them to attack has been made slightly easier due 
to the Wii Remote's pointing ability, the new di- 
rectional pad based camera movement is just 
atrocious. Hours into my adventure, still found 
swiveling and zooming the camera to a halfway 
decent perspective took way more work than cor- 
ralling a hundred tiny alien creatures. 


GAMECUBE SQUARED 
Pikmin's graphics have also lost a bit of their lus- 
ter. Whilethe visuals are colorful and cute, most of 
the characters are rough around the edges. Play- 
ing this game after Super Mario Galaxy will show 
how much Nintendo's improved on the graphical 
fidelity of their games over the last decade. On the 
audio side, however, the music and cute squeaks 
and yelps made by the Pikmin are still endearing. 
As one of the first budget-priced GameCube- 
to-Wii upgrades, New Play Control! Pikmin is a 
perfect example of what the series is capable of. 
Giving more intuitive controls to a game that fea- 
tures the innovation and charm people love about 
Nintendo has made Pikmin even more attrac- 
tive on the Wii, even if the visuals are a bit uglier. 
—Dave Rudden 


PROS: Easy-to-learn controls; fun and original 
gameplay concepts; that patented Nintendo 
charm we've grown to love. 


CONS: Graphics haven't aged well; the cam- 
erais a complete pain; the casual crowd might 
find the game a bit too difficult. 


p 
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NEW PLAY CONTROL! 
MARIO POWER TENNIS 


| wii | ESR 


= Developer: Camelot Software 
ж Publisher: Nintendo 


nthe GameCube, Mario Power Tennis was 
O a solid title. Unfortunately, New Play Con- 

trol! Mario Power Tennis tries to cram a 
bunch of moves into various Wii Remote motions. 
It would work if the controller was about twice 
as responsive, but the many matches we played 
were marred by mishaps made due to the wrong 
moves being performed. 

Particularly, | often made weak lobs or drop 
shots when | wanted a forceful spike, due to the 
three moves sharing similar vertical movement. 
Things don't work all that better on the x-axis, 
as your character should perform a backhand or 
forehand depending on whether you swing away 
or from the body, but more often than not, you'll 
end up swinging the wrong way. 

Unfortunately, this control malady bleeds into 
every mode outside of the standard one, too. Try- 
ing to hit balls through rings or paint a canvas 
with colored balls by accurately aiming your shot 
is now frustratingly impossible. And since playing 
a standard set is crazy enough with the new con- 
trols, adding turtle shells and banana peels to the 
mix makes the matches unmanageable. 

While the game's graphics and visuals have 
held up well in the GameCube-to-Wii tran- 
sition, New Play Control! Ma- 
rio Power Tennis is a shining 
example of how to break a 
game with motion controls. 
Take a simple game with an 
easy control scheme and 
shoehorn in awkward, 
unresponsive substitute, 
and you've got a game 
that will have people dashing 
back towards Wii Sports. 
—Dave Rudden 


FUN FACTOR: 


ЖЖЖЖ 


PROS: The graphics have held up exceptionally 
well; the game is packed full of Nintendo's most 
charming characters. 


CONS: The Wii controls are terrible with this 
game and make many modes nearly unplay- 
able; where are the Miis? 


LETTER OF THE MONTH CONTEST 


FINAL FANTASY CRYSTAL CHRONICLES: j 
ECHOES OF TIME 


The Letter of the Month winner for the June 2009 issue of 
GamePro will receive the role-playing game Final Fantasy 
Crystal Chronicles: Echoes of Time for the DS by Square 
Enix, rated Everyone 10+ (Fantasy Violence, Language, 
Mild Suggestive Themes) by the ESRB. 


E 


== 
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ENOUGH HARDWARE UPDATES! 
| have a bone to pick with video game companies. l've been buying game systems right 
around the time they come out, even handhelds such as the PSP and Nintendo DS (yes, 
the old clunky one). But with all these new upgrades to each system coming out ev- 
ery year or so, I’m beginning to wonder if it's really worth it. Even the big systems, the 
PS3 and 360, have their share of problems and have been upgraded many times each. 
And with two to three additional installments of the portable systems already out, I’m 
afraid to buy a new one because | fear l'Il miss out on the latest and greatest. Is there 
any hope? 

Mike D—Kennebunk, ME 


It's a delicate balance. On one hand, it's nice when companies upgrade specs in a ma- 
chine, to keep them up updated. On the other hand, it can be annoying. But we're with 
you, Mike. Console manufacturers have gone overboard this generation with updates. 
It's hard to keep up and it confuses the consumers, resulting in fewer systems sold. If only 
these guys knew what they were doing! 


=. 
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GAMEPRO's 20TH ANIVERSARY! 


| am a huge fan of GamePro, and | couldn't help to notice that the magazine's 20th anniversary is this 
year, right? The first issue was published April 1989. So why not have a throwback issue? Put some old 
school feel to it with a Mortal Kombat Il cover maybe? Or the Тор 25 Reviews of All Time, Top 10 Let- 
ters, or Тор 10 Fan Art Submissions? | think it would be awesome, since I’ve been reading to GamePro 


since | was seven (that's 16 years of devotion). 
Chris Clegg —Centralia, IL 


You are right, sir! Thanks for noticing, and for your loyalty. It's been a great ride. As one of the first 
(and sadly for the late EGM, one of the last) multi-system gaming mags, we take pride in our his- 
tory. And thanks to a solvent publisher, we have plenty of lives left and look forward to a great future. 


یری 


EUPHORIA IN GAMES 

For some, video games are a means to which they 
may escape from the world around them. With 
graphics reaching levels never seen before, it is 
making it possible for gamers to get lost in their 
own little world while playing. With games start- 
ing to look more and more like real life with ev- 
ery new game released and with all of these new 
technological advances in graphics and home en- 
tertainment, will we perhaps be seeing in the near 
future any huge breakthroughs in devices being 
used to create a euphoric gaming experience for 
gamers, say neuro ones? 

Nicolas Sterner—North Evans, NY 


I'm not sure about you, Nicolas, but | can name 
dozens of games that produce “an exaggerated 
feeling of happiness” without the use of neuro de- 
vices. Nevertheless, scientists have already cre- 
ated devices that allow you to control games with 
the brain as opposed to your hand, but they're far 
from being ready for mainstream use. 


WHY SEGA QUIT HARDWARE 

| found the statement that Sega went out of busi- 
ness because they failed to innovate a little on the 
baffling side. Do you remember the VMU? This 
concept was later adopted by other companies 
as a way to play your saved games on other sys- 
tems. Shenmue helped to introduce the ‘sandbox’ 
game. Phantasy Star Online brought MMO games 
to consoles. They introduced vocal input via mi- 
crophones. These are some of the most notable 
innovations that Sega brought to gaming, but 
they're far from all they brought. | think they failed 
because they over extended their product base 
and were probably too far ahead of the curve with 
their innovations. | still wish that Sega would pro- 
duce a system again. Sadly, | don't think that wish 
will come true. One can hope though. At the very 
least, give them the respect they deserve. 

Erin Hoffman—St Paul, MN 


On behalf of all my collegues here at GamePro, 


R.I.P. Master System, Genesis, GameGear, allthose 
crazy add-on consoles, Saturn, and Dreamcast. 
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WHAT'S WRONG WITH RTS 
GAMES? 

I'm curious about real time strategy games. | don't 
understand why a lot of gamers don't like them, 
though. Many of my friends wont play Halo Wars 
because it's an RTS game. I think it's sad when 
people look past a great game because of genre. 
Апопутоив--Міа Internet 


To each his own, anonymous. You might think | 
would like RTS games being that | love Risk, but | 
don't. | guess | prefer action over strategy when it 
comes to games. 


YOU STAY CLASSY, GAMEPRO 

| just wanted to thank you for showing respect to 
EGMin the March issue of GamePro. That showed 
great professionalism for one of your competitors. 
Гаатії, | switched my subscription from GamePro 
to EGM when | started high school. Maybe be- 
cause EGM seemed to fit my style better. That 
lasted for 10 years, though | still bought GamePro 
off of newsstands from time to time. Now that 
EGM is no more, | needed to find a replacement. 
І guess l'm old fashioned, but | still like reading 
print media. The sense of having something in 
my hands cannot be replaced by some website. 
That's why | still buy CDs instead of downloading 
music. Naturally | went to GamePro for my video 
game mag fix. | like that GamePro has matured as 
well, even getting rid of your aliases and going 
by your real names. Hopefully my GamePro sub- 
scription can last just as long, if not longer, than 
my EGM subscription did. 

Dave Kim—Via Internet 


Great to have you aboard, Dave. And keep on 
gaming! 


PS3 EXPANSION HATE 

I'm an avid gamer on the PlayStation side of life, 
and with all the great content out there, | can't 
complain. However, PS3 owners are getting 
shafted with expansion packs! No Operation: An- 
chorage! No The Lost and Damned! Even the con- 
trollers for Street Fighter IV are better on Xbox 
360. I just don't get it; does the gaming industry 
hate the PS3? 

Seth Duffy—Via Internet 
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The gaming industry doesn't hate the PS3. Far 
from it. But the reality is that the PS3 trails both 
the Wii and Xbox 360 in sales, so outside of So- 
ny's first-party efforts, many publishers will focus 
on the best-selling systems first. For example, the 
GameCube was a great little machine, but it made 
financial sense for publishers to focus more on the 
PS2, since it sold the most. 


WRITING FOR GAMEPRO 

Do | have to go to a special college to work for 
GamePro? I'm fourteen and would like to write 
about games for a living. Oh, and where is Game- 
Pro's head quarters, because live in Illinois. 
Anonymous- Via Internet 


GAMEPRO.COM 


No special college needed, little buddy, but taking 
high school courses in English, Journalism, and 
writing will help a lot. In college, | wouldn't advise 
being a journalism or English major, but be sure 
to take classes in both of those topics. You could 
make it a “minor” instead of your major. After that, 
the rest is practice, practice, practice! We are in 
San Francisco, by the way. 


UNIVERSAL ONLINE RANKINGS 

As multiplayer modes become a near necessity, 
it seems that games without an advance rank- 
ing system are often overlooked, which is why | 
think there should be a universal rankings for on- 
line multiplayer games for every console. It gives 
added incentive to play your games. Am | wrong? 
Christopher Rizzo — Melville, NY 


Though difficult to implement, this would be a 


huge upgrade for online leaderboards and multi- 
game smack talk. We're sold. 


' By THE NUMBERS 


Results provided by NPD group 


¦ The "most connected" 
online consoles in 2009 


If the GameGirls carried their very own In- 
ventory Bag, like Lara Croft carries spy gog- 
gles or Leon Kennedy carries his choice of 
weaponry, name five things you would carry 
for those "just in case" moments. 

That Guy Machine —Georgia 


Nikole responds: 

I'll try and be as realistic as possible. | guess 
I'd carry: A 9mm with silencer, ammo, ту 
iPhone with solar powered charger, cherry 
flavored Chapstick, and another 9mm with si- 
lencer—in case | drop the first. I’m pretty low 
maintenance. And l'm a good shot. 


SAME GAME IN SHEEP'S 
CLOTHING 

It has come to my attention that the only games 
being released recently are generic, repetitive, 
and uncreative games. There was a time when I 
was overwhelmed with all of the games that | was 
looking forward to. Now | can't think of one. When 
| go to shop for games, all | see are shooter, horror, 
racing, and sport games. There are only so many 
times you can do zombie shooter before it starts 
to get old. At the same time, one of my favorite 
genres, the role playing game, is suffering from a 
lack of new material. In light of this, there comes a 
time when | need something else, something l've 
never experienced before. In the past I’ve found 
it in games like Okami, Beyond Good and Evil, or 
Heavenly Sword. These games were spectacular, 
each one having a unique aspect that drew me in. 


WHO ARE 
THESE WEIRDOS? 


Okami for its artistry, Beyond Good and Evil and 
Heavenly Sword for their stories. But it has been 
some time since they came out and | have found 
nothing that surpasses. | was once an avid gamer, 
constantly finding new games to engross myself 
with. Because of the lack of creativity within the 
video game industry, however, | am no longer mo- 
tivated to play. 

Kira Crook—La Crosse, WI 


It can be a challenge, Kira. But there are great 
original games still out there—you just have to 
look through the generic noise to find them. Take 
World of Goo, for example. This game made me 
smile more than anything l've played in a couple 
of years, and reminded me why | love games. Give 
ita shot, and chin up! 


What will Ido without 
Print Media? I will be 
naked! 


PRINT MEDIA DYING? 

As you may of know Ziff Davis was bought out 
by UGO with EGM getting shutdown as well. As a 
subscriber to ЕСМ Из a sad lostto the video game 
world even though | only started reading ЕСМ in 
2003. Several other magazines have also gone un- 
der. So with EGM being the latest victim, do you 
think print media is dying? With the internet, | can 
look up almost anything as soon as its posted on- 
line, like new stories, rumors, cheats, videos, etc. 
Now І enjoy sitting down and reading a magazine 
here and there, since not everyone has access to 
the internet or enjoys looking at the screen all day. 
But | feel like magazines are outdated, like | got the 
latest issue and clearly the news section is out- 
dated. GamePro has been around for a long time, 
and | would hate to see you fall victim to difficult 
economic times. 

Arturo Olivo—San Antonio, Texas 


As alluded to above, we run a tight ship here at 
GamePro, which helps us stay afloat, and even 
thrive during tough times. And you're absolutely 
right: a magazine can’t compete with the news 
and multimedia found on a website. But in addi- 
tion to our lovely new website, we can compete 
with early access reviews and previews, not to 
mention our seasoned reputation as critics. Talk 
is cheap, but we'll be around. Promise. 


USE YOUR PS3 TO FIGHT CANCER 


My good friend's dad has recently developed can- 
cer. He is currently going through chemo-therapy 
and my friend has been very down. On that note, 
I started this group dedicated to my friends dad 
on Folding@Home, which is a PS3 program that 
helps find a cure for cancer. If anyone has a PS3 ог 
the Folding@Home program on their PC, please 
join group 158978 to show support for my friend's 
father and countless other victims. Thanks. 
Michael—Via Internet 


You got it, Michael. 


FEEDBACK. 


MULTILAYER CAMPING? 

Му pal and | were playing Halo 3 online when the 
subject of our conversation turned to high school 
and other junk strategies of online play. As luck 
would have it, during that match we were sub- 
jected to a popular strategy referred to as "camp- 
ing". Camping is the practice of taking advantage 
of a certain territory or landscape and waiting in 
a highly defensive position for an opponent to ap- 
proach you, where upon you can kill them with rela- 
tive ease. Itis a popular part of almost all multiplayer 
FPS games. | insisted that while camping may be a 
legitimate strategy, it’s also somewhat cheap and 
can take away from the general fun of the game. 
My friend argued that camping is a completely ac- 
ceptable strategy, and that it takes large amounts 
of skill and time to perfect. We agreed to disagree. 
What do you folks at GamePro think? 

Matthew Olsson—Cincinnati OH 


This has and will continue to be a hot topic. My 
personal take is that it is not cheap, and there are 
ways for skilled players to counter it. It's possible 
a game designer may have overlooked an area on 
the map that can be unfairly exploited by players, 
but most games today instill proper testing to en- 
sure that doesn’t happen. 


SHADOW OF COLOSSUS 2? 

Is there any legitimate information on the next co- 
lossal masterpiece? 

Casey Costello—Columbus, OH 


We get asked this a lot, Casey, since (as you know), 
the original PS2 game was incredibly fun. Unfor- 
tunately, Sony hasn't made an announcement, 
but it can't be that far around the corner. Maybe 
we'll learn more at the E3 Expo (hopefully). 


Reader Reviews 


с ЕЕ.А.К. 2: PROJECT ORIGIN 
(PS3) by Big Evil 


have a lot of PS3 games, | decided to 
get F.E.A.R. 2 on PS3 because it scored 
three points higher on Metacritic. Bad 
decision. It's awful on the PS3. Even with HDMI, 
there is a blur when you look around fast. The au- 
dio is atrocious. Everything sounds muffled and 
far away. If you own a 360 and a PS3, do yourself 
a favor buy the 360 version. The PS3 port isn not 
unplayable but definitely inferior. 


Fun Factor: АЖЖ 


| POKEMON PEARL 

(DS) by BR 

While the competition is tough with 
я games like Phantom Hourglass, Ма- 
rio Kart 64, Super Mario 64, and Metroid Prime 
Hunters, the Pokémon games, in my opinion, 
still dominate handhelds. If anyone's played the 
old Pokémon games, you know there's loads of 
content, plenty to do, and the games are always 
making use of the systems features. Pokémon 
Pearl is as good as the old games, but with much, 
much more. | get that same great feeling play- 
ing Pearl version as | did a long time ago with 
Gold/Silver. 


Fun Factor: Aitik 


ART ATTACK! 


WRITE TO 0$: 

Got a question or comment? Write to us with 
your name and town via e-mail: letters 
затерго.сот or GamePro, Head2Head, 501 
2nd St., Ste. 114, San Francisco, CA 94107 (Be 
sure to tell us your city and state, too.) The best 
letters will be rewarded with publishing brag- 
ging rights in future issues of GamePro. 


CONNECT ONLINE: 

Go online, follow your favorite games and sys- 

tems, and sound off on breaking stories. 
GamePro.com 


Breaking, extensive, and media- 
rich coverage of the biggest 
and freshest games. Check out 
the forums, too—they're the 
Internet's best-kept secret! | 


Games.net 

й Aggregate gaming hub for re- 
views, original features, and 
up-to-the-second blog posts. 


SlobsOfGa à 
Full of unhealthily obsessive fea- 


CUN Е 
waving tures, gaming culture, and ove! 
enthusiastic gaming detritus. 


GameGirl.com 
Girls play video games, too! 


OMGHalo.com 
24/7 coverage of all things Halo. 


> 
m All hail Master Chief! 


This month's winner receives Final Fantasy Crystal Chronicles: 


| Echoes of Time for the Nintendo Wii 


By Square Enix. Rated Everyone 10+ (Fantasy Violence, 


| Themes) by the ESRB. 


Send us your art! 
GamePro magazine ® Art Attack 

501 Second Street, Suite 114 

San Francisco, CA 94107-1431 
artattack@gamepro.com 


All art becomes the property of GamePro magazine. Sorry, we cannot return artwork. We will 


guage, Mild Suggestive 


Rudy Gonzales 
of San Antonio, TX 


accept color photocopies or digital scans. 
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